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Free software from Electronic Arts: 

It’s easy! 

Buy any of these 12 smash hits from your participating dealer between February 1, 1986, and 
May 31, 1986. Then just mail in your proof of purchase, $5 for shipping and handling, and the 
official “Get One Free” coupon. So what are you waiting for? 

In case of emergency. . . 

If you can’t find a participating dealer, you can order direct from us by telephone or mail. 

Just call toll-free 800-245-4525. In California call 800-562-1112. Have your Visa or MasterCard 
number ready. Just tell us what you want to buy, and what you want for free. It’s simple. And 
there’s a 14-day “satisfaction or your money back” guarantee on all products ordered direct. 

In case your participating dealer runs out of “Get One Free” coupons, use this. 



cut here 


n Yes! I want free software from Electronic Arts! 

□ No thanks. I’m using my computer as a doorstop. 

(Check one) 


Apple 

II, II+, //c, //e 

□ Dr. J. & Larry Bird 
Go One-On-One 

□ Archon 

□ Financial Cookbook 

□ Music Construction Set 

□ Pinball Construction Set 

□ Seven Cities of Gold 

□ Archon II : Adept 

□ Movie Maker 


Commodore 

64 & 128 

□ Dr. J. & Larry Bird 
Go One-On-One 

□ Archon 

□ Financial Cookbook 

□ Music Construction Set 

□ Pinball Construction Set 

□ Seven Cities of Gold 

□ Archon II : Adept 

□ Movie Maker 

□ M.U.L.E. 

□ Realm of Impossibility 

□ Mail Order Monsters 

□ Racing Destruction Set 


Atari 

400-1200 series 

□ Dr. j. & Larry Bird 
Go One-On-One 

□ Archon 

□ Financial Gookbook 

□ Music Construction Set 

□ Pinball Construction Set 

□ Seven Cities of Gold 

□ Archon II : Adept 

□ Movie Maker 

□ M.U.L.E. 

□ Realm of Impossibility 


IBM 

PCjr, PC, & comp. 

□ Dr. J. & Larry Bird 
Go One-On-One 

□ Archon 

□ Financial Cookbook 

□ Music Construction Set 

□ Pinball Construction Set 

□ Seven Cities of Gold 


Please send my free software to the following address. I have enclosed the required Proofs of Purchase and $5 (check 
or money order payable to Electronic Arts) to cover the cost of shipping and handling ($7 Canadian). 

PLEASE PRINT 


Name 

Address 

City 
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Proof of Purchase: Send us the following two items; 1) the dated cash register tape or receipt showing the product you purchased, and 2) find the Command 
Summary or Reference Card inside the package you purchased. Cut off the part number on the back, lower-left-hand side of the card, or the product name from 
the front of the card. Send these two items and $5 for shipping and handling ($7 Canadian), along with the coupon, to Electronic Arts, “Buy 1, Get 1 Free,” 
P.O. Box 7530, San Mateo, CA 94403. This offer expires May 31, 1986. Open to residents of the U.S.A. and Canada only. Only the products listed are available 
for this promotion. No substitutions will be accepted. 


(no dogs included . . .) 


Let’s face it. Buying home software can be a risky proposition. Good software costs a lot of money. 
Cheap software practically rolls over and barks. But look at this.The titles listed below are Electronic Arts’ 
greatest hits. They’ve all scored on the “top twenty” best-seller charts. Between them they’ve won over 60 
product quality awards — making them the most honored products in the home software industry. 
Best of all, there’s no longer any reason to swallow hard when you think about 
treating yourself to quality software. Because now you can: 


Buy 1, Get 1 Free. 



DR.J.& LARRY BIRD 
GO ONE-ON-ONE" 

The best-selling computer sports 
simulation of all time. 

"Game of (he Year”— Elec tronic Games 
Apple // family, C-64 & 128. 
Atari, IBM PCjr, PC. and comp. 



PINBALL 

CONSTRUCTION SET™ 

Build your own video pinball games. 
‘‘Best Game Generator’’ — Infoworld 
Apple // family. C'64 &. 128, Atari. 
IBM PCjr, PC, and comp. 


MUSIC 

CONSTRUCTION SET™ 

Composition for anyone who can 
point a joystick. 

‘"Best Music Generator” — Infoworld 
Apple // family, C-64 & 128, Atari. 
IBM PCjr. PC, and comp. 


RACING 

DESTRUCTION SET™ 

Land mines, oil slicks, animated 
spin-outs, collisions and crashes. 
. . the ultimate racing game . . .” 
— Computer Entertainer. 
C-64 &. 128. 



SEVEN CITIES OF GOLD™ 

Play Conquistador in this educational 
adventure of history and geography. 

" Best Ro/e-P/a\ing Adventure” 

- Family Computing 
Apple // family, C-64 &. 128, Atari, 
IBM PCjr, PC; and comp. 



ARCHON™ 

Like chess with arcade battle action. 
"Game of the Year ” 

— Creative Computing 
Apple // family, C'64 128, Atari, 

IBM PCjr, PC, and comp. 



ARCHON II; ADEPT™ 

Graduate school for Archon addicts. 
Even more strategy and magic. 
"‘Best Strategy/ Arcade Game " 

— Family Computing 
Apple // family, C-64 Sc 128, Atari. 



MAIL ORDER MONSTERS™ 

New. Like an “Archon 
Construction Set!' 

“Best Construction Set” 

— Family Computing 
C-64 &. 128. 



MOVIEMAKER™ 


Create your own high-quality 
animated movies. 

“A ma.stcrpiece,” 

— Creative Compttting 
Apple // family, C-64 Sc 128, Atari. 



REALM OF IMPOSSIBILITY' 


Action and adventure in a world of 
Eschcr-like illusions. Includes a unique 
2-player cooperative mode. 

C'64 &c 128, Atari. 



M.U.L.E.™ 

The best multi-player computer game 
of all lime. 

“Best Strategy Game” — Infoworld 
"‘Best Multi-Player Game” 

— Electronic Games 
C-64 Sc 128, Atari. 


FINANCIAL COOKBOOK™ 

Take control of your personal finances. 
Like a calculator, spreadsheet, and _ 
financial advisor combined. 
Apple // family, C'64 <Sc 128, 
Atari, IBM PCjr, PC, and comp. 


Remember — this offer is good only on these 12 products for the Apple // family, C'64 and 128, Atari, and IBM PC, PCjr, and compatible computers. No 
substitutions will be accepted. For details, see the accompanying coupon. 

For a complete Electronic Arts Catalog, send SOI and a stamped, self-addressed envelope to Electronic Arts Catalog, 1820 Gateway Drive, San Mateo, CA ‘^4404. 

IBM IS a registered trademark of lnternatn>nal Business Machines, Inc Apple // is a registered trademark of Apple Computer Inc. Commodore 64 &c 128 are registered 
trademarks of Ctimmodore Business Machines, Inc. Atari is a registered trademark of Atari Computer Corp. Electronic Arts, Dr. j ik Larry Bird Go One-on-One, Archon, 
Financial (hiokbook, Music Construction Set, Pinball Construction Set. Seven Cities of Gold, Archon 11 - Adept. Movie Maker. M U.L.E., Realm of Impossibility, Mail 
Order Monsters, and Racing Destruction Set are registered trademarks of Electronic Arts. 
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This time you won’t be fighting to stay even. 

Vbu’ii be fighting to win. 






New from SSI: 

A Itetical Wargame 
of U.S. and Allied 
Foroes In Vietnam. 

In NAM. you com- 
mand units of American, 
South Vietnamese, and 
South Korean infantry, 
artillery, paratroopers, 
marines, rangers and air 
cavalry in six historical 
operations. The com- 
puter directs the elusive 
i^^Viet Cong and battle- 
hardened regulars of the 
North Vietnamese Army. 

On diskette for 
ifi"'48K APPLE®II Series, 
i ATARI® Hprhe Computers, 
■f-’ '' and COMMODORE 64^ 
$39.95. At your local 
computer/^oftware or 
-rgame store today. 


k 

le 


Two of the six scenarios: 
An ambush by Viet Cong 
forces near Suoi Cat on 
December 2, 1966. . . 





MORE $39.95 TACTICAL WARGAMES FOR THE APPLE® ATARI® & C-64^ 






) convenient 
nyou, VISA & M/C 
s c|if^r all SSI games 
tjay calling kim MM- 
iM. To order 
bjhmail. send your check to: 

SSI, 1M6 N, Rengstorff Ave, 
Mountain View, CA 94043. 
(California residents, add 7% 
sales tax.) Please specify com- 
puter format and add $2.00 for 
shipping and handling. 

All our games carry a . 
t*; ''14-day satisfaction or your — . 
K^wney back" guarantee. j 
miTE FOR « FREE 
' OflWM OF MX RW RUES 
JWUL 




APPLE. ATARI, and COMMODORE 64 are trademarks of Apple Computer. Inc., Atari. Inc., and Commodore Electronics. Ltd. respectively. 
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Activision 

2350 Bayshore Frontage Road 
Mountain View, CA 94043 
415-960-0410 


ALTER EGO: This one is different! A 
role playing game that allows you to 
experience life (from birth to death) in 
a realistic environment. As the player 
responds to specific questions, AE 
develops a "profile" on which his life 
experiences will be based. The player 
may begin at any one of seven stages 
of life and is presented with situations 
to which he must react. The situations 
are extremely varied, such as deciding 
to take drugs, ask your girlfriend to 
move in or counsel a friend in distress. 
The current release is a "male" version, 
the female disk will come later. The 
setting is contemporary America, no 
ores or magic. The game was developed 
by a practicing psychologist. An 
interesting item. C64, Apple, IBM, 

Circle Reader Service #3 

Broderbund 
17 Paul Drive 
San Rafael, CA 94903 
415-479-1170 


ADVERTISERS 


Balboa Game Co 28 

Beserker Works 25 

Broderbund 9 

Computer Games Plus 43 

Computer Gaming World 8,46 
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Game Designer's Workshop 33 

Gamesmanship 7 

Lance Haffner Games 13 

Infinity Systems 27 

Krentek Software 14 
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Omnitrend 15 

Protecto 19,20,21 ,29 

Ram-Tek 44 

Reality Simulations 45 

Simulations Canada 31 

Strategic Simulations 4,49,50 

Tevex 22,23 



THE MUSIC SHOP: Allows you to 
create original musical compositions by 
placing musical symbols onto the staff 
on your screen. You can change tempo 
and sound, key and time signatures. 
You don’t have to know how to read 
music to utilize the program. Includes 
a wide selection of traditional songs on 
the disk. C64. Circle Reader Service #4 

Brown- Wagh Publishing 
800 Charcot Avenue, #110 
San Jose, CA 95133 

FORTUNE TELLER: Exactly what 
the title would seem to indicate. This 
is a horoscope program. The user types 
in the date, time and place of birth. 

You can then ask questions in nine 
categories of life experiences. C64, 
Apple, IBM. ($39.95). 

Circle Reader Service #5 

Cygnus 
PO Box 57825 
Webster, TX 77598 
713-486-4163 

STINGER!: A space arcade game, lots 
of shoot-em-up. As Humans in the far 


future you are faced with defeating 
mutant insects (bees, wasps and 
hornets) that are now the size of 
spaceships. They are beginning to 
migrate (killer bees!) and must be 
halted. C64. Circle #6 

SOLARSIM: Designed to perform 
several astronomical functions: 
simulate the motion of the planets 
around the sun; simulate the motion of 
comets; display the motion graphically 
in a 3-D view; display the positions of 
over 800 stars and allow the user to 
identify each one; etc. NOT a game, 
this is a simulation that will appeal to 
serious astronomy buffs. IBM. 

Circle Reader Service #7 

Micro Prose 
120 Lakefront Drive 
Hunt Valley, MD 21030 
301-667-1151 

ACROJET: Simulates the BD5-J, a 
one-man, 200 mph jet aircraft that is 
fully acrobatic. Three dimensional 
graphics, sophisticated in- 
strumentation and quick response 
maneuverability. One to four players 




FORTUNE TELLER 
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KEYS OF THE KINGDOM 



STINGER! 


TRANSYLVANIA 
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can compete in the Decathlon of Sport 
Aviation events. Excellent graphics 
and attention to simulation details. 

C64. Circle Reader Service #8 

Mind Systems Corporation 
PO Box 506 

Northampton, MA 01061 
413-586-6463 

PYLON RACER: Fly a racing plane 
around a triangular course, racing 
against a competitor visible in 
perspective in color on the screen. You 
can save your flight-path data on a 
data diskette and use this data to race 
against a friend. You can also compete 
against other racers via modem, in 
real-time. IBM. ($44.95). Circle #9 

Peterson Computer Company 
PO Box 40067 
Bellevue, WA 98004 

KEYS OF THE KINGDOM: A Bible 
adventure game, intended for ages 12 
and up. The player participates in 
Bible stories and puzzles. The game 
involves collecting the armor of God 
(Ephesians 6) and using it to get the 
keys to the Kingdom of God. Game 
procedure is familiar to adventurers: 
getting objects, going north, walk, 
pray, etc. The parser seems fairly so- 
phisticated. IBM. ($25.00). Circle #10 



WIZARD’S CROWN 


Polarware/Penguin Software 
830 Fourth Avenue 
PO Box 311 
Geneva, IL 60134 
312-232-1984 


computer will play itself in historical 
mode. Each unit represents a platoon 
of tanks, infantry or guns. C64, Apple. 
($59.95). 


TRANSYLVANIA: Enhanced version 
of a classic text/graphics adventure 
game. Search Transylvania to find and 
rescue Princess Sabrina. Creatures, 
forests and a castle. This is the second 
in a series of interactive fiction that 
incorporates hi-res graphics and in- 
depth parsing. Full and multiple 
sentence commands, 1000+ word 
vocabulary. All major computers. 
($34.95). Circle Reader Service #11 


Strategic Simulations 
883 Stierlin Road, Bldg A-200 
Mountain View, CA 94043-1983 
800-227-1617 ext 335 Circle #12 

BATTLEGROUP: Sequel to 
Kampfgruppe. A tactical level combat 
game from WWII, allowing the player 
to recreate tactical combat from North 
Africa ’43 to the bunker in Berlin. 
Four historical scenarios are included, 
but options are available to create 
your own terrain and objectives. 
American, British and German forces 
are provided. The computer will take 
either side in solitaire play, or the 



PHANTASIE II 


RINGS OF ZILFIN: Animated window 
graphics and economic considerations 
represent a new approach to role-play- 
ing fantasy adventure games. Screen 
insets, zooms into room interiors, 
scrolling landscapes keyed to a 
strategic map and flashing character 
locator. You search for the two missing 
Rings of Zilfin and fight the evil forces 
of Lord Dragos. Recommended for 
beginning and intermediate strategy 
players, estimated 40-80 hours of play. 
C64, Apple. ($39.95) 


WIZARD’S CROWN: Hi-res graphics 
adventure game. You are the leader of 
a band of eight adventurers hired to 
wrest the magical Wizard’s Crown 
from behind spell-woven walls in the 
city of Arghan. Combines detailed 
war-game type tactical battles with 
the magic of a fantasy quest. One 
feature of the game allows you to skip 
ahead in the story and resolve combats 
quicker. A multitude of combat 
options occur, with up to five levels of 
play. One player. C64, Apple. ($39.95)'. 


PHANTASIE II: You are to gather a 
group of adventurers to sail to the 
island of Ferronrah, use your spells 
and weapons to invade difficult 
terrain, destroy the demons and rid 
the land forever of Nikademus’ evil 
spell. Eight races, six classes of charac- 
ters, 80 monster types, various 
weapons and spells. One player, 30-60 
hours of play, joystick. C64, Apple. 





Largest Selection of 
Computer Game Software 


SOUTH 

COAST 

PLAZA 


... Anywhere 


• Arcade •Adventure •Strategy 

Orders Accepted 

3333 BRISTOL ST., COSTA MESA CALIFORNIA 92626 (714) 557-2447 
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HoW Can I l£ARN 
/\LL there is \ 
To KNOW about 
CoWTtK 


COMPUTER GAMING WORLD. 

The highest authority on computer games. 


If you’ve been searching for the ultimate source of 
knowledge on computer games, you don’t have to climb the 
highest mountains or gaze into the heavens. Simply subscribe 
to Computer Gaming World. 

For five years, computer gamers have turned to CGW for 
all the information they need. No magazine has reviewed more 
games, given more strategy tips, shown more screen photos 
and rated more games. Whether you’re into strategy, adventure 
or action software, we’ve got you covered. 

Computer games are not cheap. Ill-advised purchases can be 
costly. At only $19.95 for nine issues, CGW lets you preview 
hundreds of games before you buy. In addition to our in- 
depth reviews, each issue rates about 100 games based on 
reader surveys. 

If we help you make one good selection or avoid a bad one, 
you have already recovered more than the subscription price. 

Subscribe today and save over $6.50 off the newsstand 
price. Use the subscription card at page 5 to order you 
subscription. 



SET YOUR CREATIVITY IN MOTION WITH FANTAVISION, 
THE MAGIC MOTION/SPECIAL EFFECTS GENERATOR. 





"TWEENINC” will make your animation 
move in a fluid, lifelike motion. And shadow- 
ing is virtually automatic. 



YOU CAN create weird monsters by simply 
dragging circles around the screen, and using 
one of the special effects modes. 



YOU DON'T HAVE TO be an artist to create 
vivid Backgrounds for your movies, Fanta- 
vision's automatic features make tt easy. 


Jmagine how much fun it would be to take a simple 
drawing and make it come alive, dancing across the screen of 
your computer. 

To draw an egg, and transform it into a fire-breathing dragon. 

To invent weird characters and strange, alien worlds. 

Then, to combine all this into your own incredible cartoon 
or movie. 

Now, imagine if you could do all that as easily as pressing 
a button. 

Know what? With Fantavision, you can. 


JL ANTAVISION IS A REVOLUTIONARY SOFTWARE 
BREAKTHROUGH that, for the first time, brings to home com- 
puters the special powers known to computer animators as 
"tweening” and “transforming.” 

You don’t need any artistic ability or computer programming 
skills. Anything you draw in one frame can be fluidly "trans- 
formed” into something else in the next frame. For example, 
draw a plane in the air in your first frame, and a plane on the 
runway in your second frame. With Fantavision, your computer 
can instantly generate —in real time —up to 64 "in-between” 
frames so that your plane appears to come in smoothly for a 
realistic, three-point landing. 


Wh 


f HEN YOU SEE THE MAGIC of Fantavision, you 
won't believe it. When you play with it, you won’t be able to stop. 


Brrjderbund* 


ff 



YOU CAN even add Text with Fantavision. 
and with a single stroke make it “Lean',' “Flip, 
“Squash',' “Zoom," or parade around the 
screen, just like you've seen on television. 



IT TAKES ONLY a few simple steps to create 
intriguing three-dimensional effects. 



LOAD HI-RES SCREENS from other pro- 
grams to make spectacular Backdrops. Then, 
add your own animation and Text. 


FANTAVISION is available for Apple personal computers. Look for it at your favorite Br0derbund Software dealer. For more information about Brpderbund products, 
please write us at 17 Paul Drive, San Rafael, California 94903-2101. Apple is a registered trademark of Apple Computer, Inc. © 1985 Br0derbund Software, Inc. 
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In CGW #25 Bill Harrigton reviewed Avalon 
Hill’s exciting new tactical combat game. Under 
Fire! In this issue he teams up the the game’s de- 
signer, Ralph Bosson to bring us an exciting replay. 
Bill’s comments are in normal text, while Ralph’s 
thoughts are italicized. 



Ralph and I have chosen a scenario similar to 
the action described on the back cover of the Un- 
der Fire! (UF!) game box — a Russian assault on a 
German occupied dacha. We’ll use the Shadow 
Valley map, the Strong Hold scenario and a time 
limit of ten game turns. It might be, say, late sum- 
mer 1943 in the Kuban Pocket on the shores of the 
Black Sea. My objective as the Soviet Major in 
command of the mission will be one particular 
building in the complex. We’ll say our partisans in 
the area have confirmed it’s the German Regimen- 
tal Command Post. Our company, is a combined 
arms force of armor, infantry and tubed weapons, 
mortars and lend-lease bazookas from our capitalist 
friends in America. We have been "volunteered" for 
this important target to support a larger, general 
advance by the division. What an honor! 

Ralph: One aspect of conventional board gaming 
I’ve always liked is the setting of individual goals 
for each of the players. In Under Fire I wanted 
players to be able to set their own very personal 
goals apart from the game’s own victory conditions. 

Just to make life interesting I’ve chosen the 
Leader Control option. Rather then Player or Com- 
puter Control. From now on I’ll only be in com- 
mand of those units within 100 meters of my posi- 
tion. The computer will control everybody else on 
the board and hopefully will make the "right" deci- 
sions in combat. This option neatly simulates the 
command and control problems that result in coor- 
dinating combat with several squads under inde- 
pendent leadership. As an added bonus though my 
"Leader" will be able to call in "off board "artillery. 

Ralph: The Leader Option requires the control- 
ling player to order his units into positions that will 
allow them to work together with the rest of the 


"team". Coordinating the movement and timing of 
your units under this demanding game option is 
critical and not an easy task. The program’s AI will 
generate combat orders for the units not under Bill’s 
control as he orders them toward the objective area. 
But they’ll be under their own command and might, 
for instance, decide to "dig in" rather then provide 
covering fire if they don’t think an attack would be 
worth the ammunition used. 

The nine squads under my command, being one 
leader, two T34 tanks, one mortar crew, and five 
infantry squads were initially chosen by the com- 
puter during set-up. I elected to trade in three al- 
most useless SU76’s for the two T34’s and some 
extra machine guns, grenades and some lend lease 
bazookas. (If I’m going to be volunteered to kick in 
the front door of that dacha that’s the least Regi- 
ment can do!) My initial deployment is in three 
groups. North Group composed of two infantry 
squads. Center Group with a T-34 and two sup- 
porting infantry squads and South Group under my 
immediate command with another T34, a half 
mortar squad and two infantry squads. No 3-to-l 
attacker’s advantage here! My forces instead will 
have initiative and surprise alone going for them 
and I hope a little luck! 

Ralph: This is a risky decision for Bill, trading 
in those three SU’s for two T34’s. The computer in 
UF! will set up roughly comparable opposing forces, 
if his company runs into German PZ-IV’s or 
panther’s he’ll win the Order of Lenin. But if his 
resistance is largely infantry he just might need 
that 3rd "useless" SU-76! Bill has one other 
advantage though, the larger size of Russian 
Infantry squads enables them to take a lot more 
punishment before they break. 
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My initial strategy for the South Group will be 
to advance cautiously through the heavy woods in 
"scouting" mode, my units will automatically go to 
ground if they sight an enemy. (I don’t know 
what’s lurking in the forest there and I’m not about 
to find out the hard way if I can help it.) Center 
group will make a dash for the tree line opposite 
their jump off point while North group provides 
support if they come under fire. At least I hope 
they do. Even Ralph isn’t absolutely sure what 
might happen under Leader Control. 


Ralph: Bill’s immediate problem is the dis- 
position of the defending German forces. The 
solitaire player in UFl may randomly chose between 
three defensive options, The program may chose to 
concentrate the defending forces in the objective 
area, or disperse it’s units in a defensive belt outside 
the objective or chose to use the bulk of it’s forces 
to defend the objective while maintaining a light 
screen outside the objective area. 


Turn 1 

The South squad begins to advance through the 
forest toward it’s objective. I’ve sent the infantry 
scouting ahead of the T-34. If they get into trouble 
I can call up the tank or lob a few mortar rounds. 
So far, so good. The center squad is holding their 



positions in the tree line, waiting for Northern 
group to dig in and prepare covering fire. The 
woods are almost eerily quiet. Too quiet! 


Ralph: Bill’s use of "scouting" does have one 
drawback. Should any of Bill’s units in "scouting" 


mode sight an enemy unit it will immediately halt 
and risk exposing itself to enemy fire. This options 
works well in wooded terrain but I wouldn’t 
recommend it in the open. 


Turn 2 





The sound of a German heavy machine gun 
shatters the morning quiet. As our center group be- 
gan it’s dash for the tree line a German squad 
opened up from the woods. Five men are hit in 2nd 
squad (infantry) and the T-34 has come under in- 
direct artillery fire! The tank is undamaged and our 
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tankers return the fire and score two hits on the 
German machine gun. No supporting fire from the 
Northern Group yet! Are they asleep up there or 
just deaf! In the South still no activity as we pro- 
ceed through dark green forest. 

Ralph: That’s the Leader Control option alright. 
My guess is the squads in the North Group have 
weighed the risk of revealing their own position 
against the poor odds of directing small arms fire 
over such a long range. And they can see that 
German artillery falling in their front as well. The 
solitaire player in UF has a strong sense of self 
preservation! 


Turn 3 


went to ground with no injuries. Our Center Group 
has at last gotten to the tree line. They move north 
to take up their final positions before storming the 
dacha. As they advance they will provide cover for 
the Northern Group as it begins to move toward 








The center group continues their brave dash to- 
ward the tree line. Six more of our men are cut 
down! Wait till we close with the fascist swine! Our 
T-34 attacks and scores only one hit on the German 
machine gun squad! That’s luck for you! I’ve called 
in an artillery strike on the reported German posi- 
tion. I can’t see them of course but it’s imperative 
to suppress that German machine gun that’s cutting 
them to pieces. 

Ralph: I don’t want to rain on Bill’s parade but 
the odds of scoring a direct hit with indirect fire 
(His leader is not in sight of the target) are pretty 
long. 

Center group’s T-34 fires again, with No Effect! 
The last remaining member of 2nd squad falls. 

Now only the tank and a single infantry squad re- 
main in Center Group. Our artillery rumbles over- 
head, a photo flash of light and the seven man 
German squad vanishes in a boiling geyser of dirty 
gray smoke and debris! Well done Comrades! That’s 
shooting for you. 

Ralph: All right, so I’m only the author, what do 
I know?! 


Turn 4 

At last, contact. Our 7th squad (mortar) in South 
Group had gone on ahead and was out of my con- 
trol. Another German heavy machine gun in our 
path. Luckily our comrades where "Scouting" and 


the tree line and it’s rendezvous with Center 
Group. I don’t like this one bit. 

7th squad (infantry) reports that the German 
unit that ambushed them has disappeared! That’s all 
I need, to play hide and seek with German machine 
gun squads! 

Ralph: The German squad could be doing one of 
two things. The UF! tactical routines could be 
directing it to retreat toward the Objective Area 
ahead of the attacking force OR they could be 
maneuvering for another assault on Bill’s advancing 
forces. 


Turn 5 

Our Northern Group continues it’s crossing of 
the open field. But the heavy machine guns I so 
thoughtfully equipped them with in the beginning 
are slowing them down. They may be late. Our 
Center Group has nearly arrived at the rendezvous 
point! In the South though we’ve got our hands full. 
The missing German machine gun squad turns up 
on our flank! Our 7th squad (mortar) makes contact 



and attacks. Before they’re done their shells and 
medium machine gun take care of six more of the 
enemy. Meanwhile 4th Squad (infantry) trades fire 
with a new German infantry squad suddenly in our 
path. Despite a hail of rifle and heavy machine gun 
fire, bazookas and even rife grenades only one 
German is hit! What are they wearing, steel under- 
wear! In turn our men suffer five more hits. Our 
T-34 opens up on the new German squad and 
claims two more of the enemy. A hissing panzer- 
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faust strikes the T-34!!! The crew bail out just in 
time but the tank will be sorely missed. 

Ralph: Bill got caught at close range by a dug- 
in German squad w/ a heavy machine gun. Looking 
at the situation, it appears that the German got a 
surprise modifier on the attack. The modifier not 
only adds hitting power but Bill elected to order his 
men to "fire" and increased their exposure. I don’t 
want to second guess. But... Bill might have done 
better to order his men to "Hit The Dirt". And Bill’s 
running out of time as well as menl The Northern 
Group is off schedule and the South Group is 
bogged down in the forest. Worse the more time he 
takes the greater danger that the solitaire player is 
reinforcing the Objective Area. 


Turn 6 

At the rate they are going the Northern Group 
will never arrive at the rendezvous point in time. 
I’ve ordered them to drop their heavy machine guns 
to make better time. Center Group shielded in the 
forest waits patiently for them to arrive. In the 
south the battle rages against the dug-in enemy 
units. I’ve called in an artillery strike on the Ger- 
man infantry squad with no results! And I am sorry 
to report that our mortar squad has been wiped out. 
Our 4th Squad (infantry) and the surviving tank 
crew have claimed only one member of the German 


Unit in response. 

Will this turn never end? Our 4th Squad is in 
turn wiped out. The brave tank crew are next 
struck by indirect enemy artillery fire and are lost 
to us. 

I am fatally hit while attempting to come to the 
aid of my men. It’s up to our comrades now in the 
remaining North and Center groups to carry on 
without us. 

Ralph: With the loss of his "Leader" Bill now 
has no direct fire control of any of the Soviet forces 
on the map. And now when they’ll need it the most 
there’s no one to call in artillery support. 

Turn 7 


Lieutenant Kalishnikov reporting: Center Group 
leads the assault into the dacha. Our T-34 crashes 



FOOTBALL/BASKETBALL Kpc, 

COMMODORE-64 
*** AMIGA (512K) 

“‘ATARI (800XL/130XE) 
ATARI - FOOTBALL ONLY 

THE GAME.. .3 versions are offered in 1 game. College, NFL and USFL. You and your friends will have hours of fun coaching your 
favorite teams against each other: 1 1 offensive and 6 defensive plays are included. You will agree that in every respect this is the most 
realistic game you have ever played. Individual player and team stats are tabulated by the computer, so all you have to worry about is 
beating your opponent. 

THE TEAMS... This game contains the most exhaustive list of teams you will find in a football game anywhere. Each team’s ball handlers 
are rated to perform realistically just as they did In real life. Including are 167 current College and Pro Teams (Including the 18 1984 USFL 
Teams). 

• 3 in 1 College & Pro football Including 167 '85 College Teams, 28 '85 NFL Teams, 18 

• (Special) 80 NBA/ABA Great Teams of the Past $3.00 

• (Special) 162 Great NFL Past Teams $3.00 

• 174 Great College Teams of the Past (’59-’82) $10.00 

• NFL Past Seasons (170 Teams) '41, '42, '48, '49, '50, '52, '56, '59, '63, '78, '82. $12.00 

• 95 '83 College, 28 '83 NFL, 18 '84 USFL, 48 NFL Great Past. $12.00 

Final Four College Basketball With Stats Compiler! 

THE GAM E... Plays fast and easy. You, as coach, make all the crucial decisions. You select lineups, defense (5 to choose from), offensive 
play style. Your players will tire and get in foul trouble. You decide whether to shoot or play fora better shot and risk turnover. This is the 
most authentic, exciting simulation of basketball on the market today. 

THE TEAMS... 162 83-84 teams are included and 69great teams of the past. Each team has 10 players rated for FG%, FT%, PB, Passing, 
Defense, Blocks. Each player will also contribute just as he did in real life. Run & Shoot with 76 UNLV, see action with 56 SF (B Russell), 
69 UCIA (Alcindor), 62 OSU (Lucas, Havlicek), 66 KY (Riley, Dampier), 68 Houston (Hayes, etc). All the great ones are here. Play 
seasons. Hold your own tournaments. See if you can take your team to the Final Four. 

• Final Four College basketball including 286 ’84-’85 teams and 69 Great Teams of the Past ('56-'82). $39.99 

• Basketball-the PRO GAME including 23-’84-’85 teams: 81 teams of the past (’55-'84) $39.99 

Cash / Check / Money Order 

LANCE HAFFNER GAMES: P.O. Box 100594 • Nashville, Tennessee 37210 

(615) 242-2617 


'85 USFL Teams. $39.99 

NEW! SCHEDULE, TEAM | 
& INDIVIDUAL STAT 
COMPLIERS 


• Play Head to Head, you vs. Computer or Computer vs. Computer. 

• Statistical recap printed at end of each game to screen or printer. 

3 in 1 College & Pro Football With Stats Complier! 
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through the hedge and advances on the dacha. A 
German squad opens fire from the second floor of 
the building. At first they exchange fire with no 
effect but our men won’t be put off so easily! An- 
other 76 MM shell and a burst of machine gun fire 
claim two more Germans. A loud bang, a panzer- 
faust strikes the front armor of the T-34. The crew 
bail out! 

Ralph: The big question now is how many 
Germans are in the dacha. Without the tank Bill will 
have to mount an unsupported infantry assault. 

These last few yards will be the toughest! 

Turn 8 



As the tank crew ran, broken, for their lives and 
the cover of the northern hedge they where cut 
down by the German machine gun nest on the sec- 
ond floor. While the Germans were concentrating 
on the hapless T-34 crew our infantry squads from 
the Northern Group have arrived and are prepared 
to leap the hedge and make a dash for the inside of 
the command post and avenge their fallen comrades 
with rifle and grenade. 

Turn 9 



A German machine gun nest hidden behind the 
building has opened up on first on 5th Squad , one 
man falls. Our 3rd Squad (infantry) attacks in turn 

Continued on pg. 47 


NOW FOR COMMODORE-64 

NAPOLEON AT WATERLOO Now with 4 scenarios. Relive this clas- 
sic battle, as you lead the French against the combined strength of the 
British and Prussian armies. The crisp graphics and simple to use com- 
mand system make this real-time game a joy to play. A must for anyone 
interested in Napoleonic warfare. If you already own NAPOLEON AT 
WATERLOO, the new version is available for $12.50 


"This game has a lot going for it!’ 
World 


-Mark Bausman, Computer Gaming 


ALSO FOR COMMODORE-64 

ROME and the Barbarians A military simulation of the Western 
Roman Empire’s struggle for survival. As supreme military commander, 
you must exercise a combination of military prowess and clever financial 
management. 

"This game’s excellence comes from its realistic understanding of histor- 
ical issues!’ — Michael Ciraolo, ANTIC magazine 






NAPOLEON AT WATERLOO— $34.95 

ATARI 40K 

Commodore-64 

ROME and the Barbarians — $34.95 

ATARI 32K 

Commodore-64 


SNEAK PREVIEW 

INVASION of SICILY 

• Solitare or two-player 

• Three difficulty levels 

• Variable set-up 

• Game save 

• MORE 





TO ORDER: To order by phone. VISA and MC owners can call (913)362-9267. To order by mail, send check or money order to KRENtek Software, P.O. Box 3372, 
Kansas City. KS 66103. FREE SHIPPING In USA. 

GUARANTEE: If you are not fully satisfied with any game bought directly from KRENtek, return it within 30 days for a full refund. 
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EIN/TER A NEW WORLD OF UNPRECEDENTED DEPTH 
AND EXCITEMENT with Omnitrend's Universe II. As a 
deep-cover agent for the Federated Worlds, you will 
be called upon to carry out missions within eneniy 
territory. In between missions, you will be respon- 
sible for your own welfare, so you will have to 
earn a living by trading exotic products, 
mining rare ores, transporting passengers, 
or perhaps raiding other ships. 


At the drydocks, you can repair your ship, 
hire new crew, or even buy a compietely 
new ship. At the starports, using a sophis- 
ticated text parser, you can taik to other 
characters in the game, coiiect vaiuabie 
ciues, and expiore strange cities. 


Omnitrend's Universe ii inciudes a 100 
page manuai, 3 or more disks, and a free 
membership to the Universe Buiietin 
Board System. 


Universe II is available for the Apple//, Macintosh, 
IBM/Zenith, and Atari ST computers. Apple// version 
requires an Apple//c or Apple//e with a I28K 80 
column card, and two or more disk drives; Apple 
Mouse is optional. Macintosh version requires 5I2K 
or Macintosh XL. IBM/Zenith version requires IBM- 
PC, IBM/XT, IBM-PCjr, IBM-AT, IBM Compatible, or 
Zenith Z-100 series computer with at least 256K 
memory, MS-DOS (or PC-fXDS) 2.0 or higher, and I 
or more disk drives. IBM or IBM compatible requires 
the Color Graphics Adapter or EGA; Microsoft 
Mouse is optional. Atari ST version requires Atari 
260ST, 260STD, or 520ST with I or more SF354 
drives, color or motTochrome monitor. a 
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P. a. BOX 3 • WEST SIMSBURY, CT OSOSS 


Apple/', Apple/^c, Apple/^e, Macintosh are all Trademarks of Apple Conputer, Inc MS-DOS is a 
Trademark of Microsoft Corporation. IBM-PC, IBMAT, IBM-PCjr, and IBM-AT are all Trademarks of IBM 
Corporation. Z-100 is a Trademark of Zenith Data Systems. Atari 260ST, 260S7D, 520ST, end SF354 are 
Trademarks of Atari Corporation. Copyright ©1985 ty Ormitrend Software, Inc. 


To Order: contact your local dealer or telephone Omnitrend (203) 658-6917. Price: 
$69.95 plus applicable charges where noted below. Terms and Conditions I Per- 
sonal/Corporate Checics allow 15 days to clear t C.O.D. orders accepted 
with additional $5.00 surcharge t MasterCard and Visa include telephone 
number :(: All CT residents add 7.5% sales tax f: Shipping, handling, and 
insurance $4.00 minimum per unit, additional $3.00 per unit for UPS Blue 
Label $ Alaska, Hawaii, and export orders sutyect to additional charges t 
Prices subject to change without notice ^ Dealer/Distributor inquiries invited. 

IBM/7enith and Macintosh versions available October 1985, Apple,^ version 
available December 1985, Atari ST version available February 1986. 
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EUROPE ABLAZE AND USAAF 
by Jay Selover 

If you were a boxing promoter, you could wait 
your whole life for this match-up. A real heavy- 
weight contest! A "Thrilla In Manila"! What am I 
talking about? The comparison of Europe Ablaze 
and USAAF, of course. Never before have two true 
"heavyweight" companies released games on very 
similar subject within a few months of each other. 
Here you have undisputed champ SSI and veteran 
designer Gary Grigsby putting their title on the 
line with USAAF. The challengers, Roger Keating 
and the Australian company SSG, bring in Europe 
Ablaze with only one previous outing. But that one 
prior release. Carriers At War, was a stunning first 
round knockout which catapulted the Aussies to the 
top of the contenders. 

Alright, enough of the boxing metaphors. Let’s 
look at the two games. Both games cover strategic 
bombing in Europe during World War 11. Both show 
the course of the air war on a day-to- day basis 
with missions and interceptions tracked through the 
day in five to ten minute increments. Both can be 
played solitaire (computer playing either side) or as 
two player games. Beyond these simple observa- 
tions, we will need to look at each game to under- 
stand how deeply the similarities run and where the 
differences are. 

Europe Ablaze 

Europe Ablaze was released in October, 1985 for 
Apple systems (only). The design/development team 
of Roger Keating and Ian Trout have taken the 
basic system from Carriers At War and moved it 
half way around the world. Europe Ablaze covers 
strategic bombing in Europe during World War II 
on a daily basis with each day broken into five 
minute increments. The game description claims 
that the time frame is 1939-1945 but that is not 
quite accurate, in that one does not play a six year 
campaign. Instead, there are three scenarios from 


which to choose; each one covering several months 
from a critical period. Thus, one can replay the 
Battle of Britain in the first scenario, as Germany 
endeavors to best the RAF and subdue England. 

The second scenario marks the beginnings of the 
Allied campaign, with RAF night bombing raids 
and the USAAF testing its wings against a 
formidable Luftwaffe. Finally, the third scenario 
covers the heart of the most devastating Allied 
bombing of the Reich. This is one key difference 
between Europe Ablaze and USAAF', while the lat- 
ter covers only daylight bombing of Germany by 
American plane in 1943-45, the former presents 
several strategic situations and can allow either the 
Allies or Germans to play the strategic offensive. 

Europe Ablaze builds on Carriers At War with 
some critical changes. Some of these were made due 



to the differences in the two types of campaigns 
covered and others were made because of advances 
in Roger Keating’s programming techniques. As in 
Carriers At War, the program keeps track of virtu- 



ally every plane in the respective air forces on a 
minute-to-minute basis during action. The unit of 
maneuver is the air group (5-40 planes). Each 
group roster is kept up to date with losses, damaged 
planes, and also those out of service for repairs or 
maintenance. The computer also keeps track of ev- 
erything on the ground; status of airbases, status of 
all sorts of target types, all flak units, and also the 
reconnaissance level on each target. This program is 
a "number cruncher" par excellence! 

Many of the new items relate to the unique as- 
pects of combat with heavy bombers in Europe. 
Specifically, we now have mission planning and 
important subroutines for fighter interception. Be- 
fore each day’s combat, an air force with bombers 
must make plans for upcoming operations (daylight 
bombers plan at midnight and night bombers plan 
at noon). One decides on the targets of the day’s 
missions, the altitude and arrival time over the tar- 
get, the course to be flown (up to two midflight 
course changes are allowed), which groups will 
participate, and which fighter groups will fly escort 
(at least as far as they can). 

Beyond the major missions (from zero to four or 
five each day), one can assign individual groups to 
other tasks. Recon missions must be flown to keep 
intelligence reports updated. Also, individual 
bomber groups can execute raids or harassment 
missions. Finally, fighters not escorting missions 
can be assigned to offensive sweeps, patrols, or be 
held in reserve for interceptions. The assignments 
other than missions do not often hurt the enemy 
badly, but they can do a very good job of clutter- 
ing up his radar screens making it hard to pick out 
your big missions. 

Planning is all well and good, but if your force 
is on the strategic defensive (Britain in 1940 or 
Germany in 1944), what you really want is inter- 
ception capability. Here is another major addition 
beyond Carriers At War. In Europe Ablaze, an en- 
tire set of menus is available to assign interception 
missions "on the fly" as a day’s fighting progresses. 
As one receives radar alerts and updated reports on 
enemy forces, one must decide which incoming 


"blips" to intercept, which fighters to scramble, and 
when. 

USAAF 

Much of what you use to describe USAAF 
sounds like "same as Europe Ablaze". In a "broad 
brush" description, both sound very similar. In the 
individual situation of American daylight bombing 
of Germany, the players make basically the same 
kind of decisions in USAAF as in Europe Ablaze. 
Before each day, the American player decides on 
targets for his missions, the altitude and route to 
fly, take-off time, and the groups assigned to each 
mission. Defensively, the Luftwaffe player may as- 
sign some standing patrols, but most of his activity 
will occur (as in Europe Ablaze) during the course 
of the day as he decides which enemy "blips" to 
intercept, with what, when, and where. The two 
programs are both very similar also in that they 
keep track of all air groups (serviceable and out- 
of-service aircraft), replacements, morale and ex- 
perience, target status, flak positions and strengths, 
weather, and many other factors. Both programs 
also give the results of air-to-air combat in terms 
of individual planes lost (with some intentional 
uncertainty and exaggeration in pilot "kill" reports). 

While USAAF may seem "smaller" than Europe 
Ablaze in that it covers only one phase of World 
War II strategic bombing and it lacks the "design 
your own scenario" feature of Europe Ablaze, it 
compensates in the treatment it gives to target se- 
lection for the American player. 

USAAF is more a "study" on the crippling of 
specific German industries than a view of the en- 
tire air war. When the American player begins to 
bomb Germany, in Europe Ablaze he selects his 
type of target from a list that includes "population 
center", "airbase", "radar station", "industrial center", 
and a few others. In USAAF, that "industrial cen- 
ter" is broken down into about fifteen different 
categories. You do not just bomb Essen, you bomb 
the munitions plants, or the aircraft factories, or 
the ballbearing factories, or the chemical works, or. 
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or, or. The American in USAAF must decide which 
industries will provide the best pay-off in victory 
points (considering the likely Luftwaffe defensive 
commitment), and then go after a few industries in 
force. Things become still more interesting in US- 
AAF when you look at the industrial interrelation- 
ships which have been built in to it. Thus, knock- 
ing out one industry below a particular "critical 
level" may begin to reduce the output of other 
"dependant" industries. Thus, destroying the chem- 
ical industry gives you a certain number of victory 
points, but you will also benefit from a reduction 
in the rubber industry (rubber is dependant on 
chemicals). An even more tempting target is the 
aircraft industry, since the level of this industry is 
directly connected to the number of Luftwaffe re- 
placement planes which appear for the German 
player to use. 

USAAF also has a few other items not found in 
Europe Ablaze. The map extends further south into 
Italy, and the Americans must also direct the oper- 
ations of bombers based in Libya, Tunisia, or (in 
1944) southern Italy. There is also a more detailed 
treatment of fighter doctrine and American assign- 
ment of fighters to "deep escort" of bombers is 
handled very nicely. 

Side by Side 

In the final analysis, Europe Ablaze and USAAF 
are complimentary designs. Because of the slightly 
different focal points and features covered, they 


STAR FLEET I 



The smash hit for the IBM PC is now available for the 
Commodore 64/128 and Atari, and Apple il! 

. . . STAR FLEET I, The War Begins! is the first in the FLEET series 
of strategic space battle simulations. What do the experts think . . . 

" I call STAR FLEET I the world's most elaborate star battles game . . . It's not just a game, 
it's darned near a career ..." — Admiral Jerry Pournelle, Byte 

''STAR FLEET I is a truly captivating game, providing fast- paced action and blossoming 
with extroordinary color and sound effects . . . The entire monual should be adopted as 
an industry standard ..." — Creative Computing 

"Indisputably the most complex and challenging (star battles) strategy game ever 
made . . . STAR FLEET is a deluxe job all the way. " — Computer Entertainment 
"STAR FLEET I is a remarkably slick, professional offering . . . This is a gome that can 
really hold your attention." — Software Now! 

. . state-of-the-art for space gomes. " — Computer Gaming World (Sept. '85 ) 

• Includes 100 page manual, quick reference card 

• Registered owners receive free 65 page Training Manual 

• Requires 128k PC/PCjr or compatible, 256k Tl PC (DOS 2+); 
Commodore 64/128, ATARI (48k), Apple II+, Me, He (64k), 
Macintosh and Atari ST versions available soon. 

New, from CYGNUS for the IBM PC and Zenith Z100 . . . 

SOLARSIM, on excellent 3-D color graphics simulation of our solar system, asteroids, 
and nearby stars. Find / track Halley's comet I . . . Learn the constellations ! . . . more ! 

New, also from CYGNUS for the Commodore 64/128... 

QUIZAM! State-of-the art in computer trivia gomes; 8 boards, 1 -8 players, over 
2000 questions, includes QUIZZER which allows you to create your own question 
diskettes I Written in machine language. 

Stinger ! Action - pocked space game with 10 levels of difficulty, dazzling graphics and 
sound effects. Written in machme language. 

STAR FLEET I - $49.95 

QUIZAM! - $39.95 

Stinger I - SI 9.95 

Solarsim - $29.95 

Add $2 postage/handling 
Texas residents add soles tax. 

For Credit Card orders: 
(800) 622-4070 (nationwide) 
(800) 942-7317 ( Illinois only] 


CV&NUS 

the bright new star in software 

P.O. Box 57825 
Webster, TX 77598 
(713) 486-4163 
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could both be owned and played without feeling 
that you have just bought "two of a kind". If this 
was that heavyweight fight that I mentioned earlier, 
it would go fifteen tough rounds and come out a 
draw. 

Europe Ablaze is a bit more generous in its 
coverage of strategic bombing and also has a 
"design your own scenario" feature which allows the 
truly dedicated to vary virtually every parameter or 
even design entirely new situations. It is also well 
suited to multi-player games, as individual air 
fleets can be assigned to different players and there 
is even a slot available for a "commander in chief" 
on each side who sets priority targets for each air 
command. 

USAAF is a bit more confined in its treatment, 
but it covers well what it sets out to do. As a study 
of the collapse of Germany’s industrial capacity 
under the weight of American bombs, it is unsur- 
passed. 

I hate to end this all on something of a downer, 
but let me add one note of caution. A strategic 
bombing campaign is a long grueling affair. Each 
day alone looks very much like each other day. 
Bombing missions go out, take fighter and flak 
losses, bomb the target with more or less success, 
and return to base. There is no sudden knock-out 
punch available within this course of a day or even 
a week. To get the most out of either of these 
games, you will need to be patient and play for 
quite a while. The battle reports that come in dur- 
ing a day can be quite exciting to see at first, but 
after days and days of the "same" reports, one can 
begin to wonder if anything is really happening to 
the enemy. If there is one fly in the ointment with 
these two games, it is the danger of succumbing to 
an ennui over the day to day "sameness". This is a 
function of the combat being simulated, and it is 
present equally in both games. 

It is easy to enjoy both games; just learn to look 
past the tactical results and analyze the trends 
which become evident from week to week. Your 
operational plans and execution really do make a 
difference (both offensively and defensively), and 
once you begin to feel how you are changing his- 
tory, these games can both become very rewarding 
gaming experiences. 
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Famous Smith Corona National Brand 

10" PRINTER SAU 

Below VS^holesale Cost Prices!!! 

• ONE YEAR IMMEDIATE REPLACEMENT WARRANTY 

* Speed: 120 or 160 characters per second • Friction Feed/Tractor Feed — Standard 

* 80 character print line at 10 CPI • 1 Line Buffer, 2K Buffer on 120/160 CPS Plus LQM 

* Six pitches * Graphics capability • Centronics compatible parallel interface 

• Features Bidirectional Print, Shortline Seek, Vertical And Horizontal Tabs 

Check these features & prices 

120 C;i»S lO” Printer 



List 

$429.00 


^159 


120 CPS + Letter Quality 
Mode 10*’ Printer 


List 

$449.00 


flT9 


SUPER GRAPHICS 


This is a sample of our emphasized 

near- 1 et ter -qua 1 i ty print. 

italic print. There is standard data 

processing quality print 


160 CPS + Letter Quality 
Mode 10” Printer 


List 

$499.00 


italic print. 


f199 


(IBM — Commodore ) 

SIze/Walght 

Height 5.04" Width 16.7" 

Depth 13.4" Weight 18.7 lbs. 

Internal Char. Coding 

ASCII Plus ISO 

Print Buffor Size 

120 CPS; 132 Bytes (1 line) 

120/160 CPS Plus LQM; 2K 
No. of Char. In Char. Set 
96 ASCII Plus International 
Graphics Capability 
Standard 60, 72, 120 DPI 
Horizontal 72 DPI Vertical 
Pitch 

10, 12, 16.7, 5, 6, 8.3, Proportional Spacing 

Printing Method 

Impact Dot Matrix 


SPECIFICATIONS 


Char. Matrix Size 

9H X 9V (Standard) to lOH x 9V 
(Emphasized & Elongate) 

Printing Features 

Bi-directional, Short line seeking, Vertical 
Tabs, Horizontal Tabs 

Forms Type 

Fanfold, Cut Sheet, Roll (optional) 

Max Paper Width 

11" 

Feeding Method 

Friction Feed Std.; Tractor Feed Std. 

Ribbon 

Cassette — Fabric inked ribbon 
Ribbon Life 
4 million characters 


Interfaces 


(Apple — Atari — Etc.) 

Interfaces 

Parallel 8 bit Centronics compatible 
120/160 CPS Plus NLQ; RS232 Serial inc. 

Character Mode 

rtical 10x8 Emphasized; 9x8 Standard; 10x8 
Elongated; 9x8 Super/Sub Script (1 poss) 

Character Set 

96 ASCII 

11x7 International Char. 

Line Spacing 
6/8/12/72/144 LPI 

Character Spacing 

10 cpi normal; 5 cpi elongated normal; 12 cpi 
compressed; 6 cpi elongated compressed; 
16.7 cpi condensed; 8.3 cpi elongated 
condensed; 5.12.5 cpi elongated proportional 

Cartridge Ribbon — List $19.95. Saie $12.95. 


IBM $89.00 


Apple $59.00 


Atari $59.00 


Commodore $39.95 


Add $14.50 for shipping, handling ond insurance. Illinois residents 
please odd 6'/. % tax. Add $29.00 for CANADA, PUERTO RICO, HAWAII, 
ALASKA. APO-FPO orders. Conodion orders must be in U.S. dollars. 

WE DO NOT EXPORT TO OTHER COUNTRIES, EXCEPT CANADA. 
Enclose Cashiers Check, Money Order or Personal Check. Allow 14 
days delivery. 2 to 7 doys tor phone orders. 1 day express moil ! 

VISA — MASTERCARD — C.O.D. No C.O.D. to Canada or APO-FPO 


COMPUTER DIRECT 

We Love Our Customers 

22292 N. Pepper Rd., Barrington, III. 60010 

312/382-5050 to order 
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CALL 

312-U2-5050 


ATARI 

Software Sale 


CALL 

312-382-50S0 

(T) Tape, (C) Cartridge, (D) Disk. 


Electronic Arts 

A0684 DR. J S LARRY BIRD GO 1 ON 1 (D) $24.95 

A0585 MOVIE MAKER (D) $23.95 

A0685 SEVEN CITIES OF GOLD (D) $23.95 

A0587 PINBALL CONSTRUCTION SET (D) $16.95 

A0688 MUSIC CONSTRUCTION SET (D) $15.95 

A0589 FINANCIAL COOKBOOK (D) $27.95 

A0590 M.U.L.E. (D) $16.95 

A069t MURDER ON THE ZINDERNUEF (D) $16.95 

Atari 

A0544 STAR RAIDERS (C) $14.95 

A0545 MISSILE COMMAND (C) $14.95 

A0546 GALAXIAN (C) $14.95 

A0547 DEFENDER (C) $14.95 

A0548 DIG DUG (C) $15.95 

A0549 DONKEY KONG (C) $16.95 

A0555 PENGO (C) $16.95 

A0556 MILLIPEDE (C) $16.95 

A0557 JUNGLE HUNT (C) $16.95 

A0559 MOON PATROL (C) $16.95 

A0560 FINAL LEGACY (C) $16.95 

A0561 FOOTBALL (C) $14.95 

A0562 TENNIS (C) $14.95 

A0563 TRACK & FIELD (C) $29.95 

A0564 EASTERN FRONT (C) $14.95 

A0565 ADVENTURE VYRITER (D) $19.95 

A0567 STAR VOYAGER (D) $14.95 

A0568 SARGON II (D) $15.95 

A0569 MS PACMAN (C) $16.95 

A0570 DONKEY KONG JR (C) $16.95 

A0571 POLE POSITION (D) $18.95 

Broderbund 

A0514 MASK OF THE SUN (D) $24.95 

A0515 OPERATION WHIRLVYIND (D) $24.95 

A0516 SPELUNKER (D) $18.95 

A0517 LODE RUNNER (D) $20.95 

A0518 WHISTLERS BROTHER (D) $18.95 

A0502 STEALTH (D) $18.95 

A0670 CHAMPIONSHIP LODE RUNNER (D) $26.95 

A0671 KARATEKA (D) $23.95 

Activision 

A0597 PAST FINDER (D) $20.95 

A0598 SPACE SHUTTLE (D) $19.95 

A0599 GHOSTBUSTERS (D) $18.95 

A0665 HACKER (D) $19.95 

A0666 MIND SHADOW (D) $1 8.95 

A0667 MASTER OF THE LAMPS (D) $19.95 

A0668 GR AMER CROSS CNTRY RD RACE (D) $18.95 

Suncom 

A0190 PARTY QUIZ (D) $14.95 

A0193GENL EDITION 2 (D) $14.95 

A0194GENL EDITION 3(D) $14.95 

A0195 SPORTS EDITION (D) $14.95 

A0196 EDUCATION EDITION (D) $14.95 

A0197 BIBLE EDITION (D) $1 4.95 

A0198 ENTERTAINMENT EDITION (D) $14.95 

Avalon HIM 

A0573 TGIF (D) $16.95 

A0574 FLYING ACE (D) $22.95 

A0575 MIDWAY CAMPAIGN (T) $12.95 

A0576 B-1 NUCLEAR BOMBER (T) $18.95 

A0577 LEGIONNAIRE (D) $20.95 

A0578 TAC (D) $26.95 

A0579 MARKET FORCES (D) $14.95 

A0580 PANZER JAGD (D) $20.95 

A0504 FREE TRADER (D) $19.95 

A0505 EMPIRE OF THE OVERMIND (D) $26.95 

A0506 QUEST OF THE SPACE BEAGLE (D) $22.95 

A0607 CLEAR FOR ACTION (D) $26.95 

A0608 PARIS IN DANGER (D) $26.95 

A0609 GULF STRIKE (D) $22.95 

A0504 GALAXY (D) $16.95 

A0505 ANDROMEDA CONQUEST (D) $16.95 

A0506 COMPUTER STOCKS & BONDS (D) $18.95 


Xerox 

A041 2 STICKYBEAR BOP (D) $19.95 

A0413 STICKYBEAR NUMBERS (D) $19.95 

A0414 STICKYBEAR BKST BOUNCE (D) $19.95 

A0415 STICKYBEAR OPPOSITES (D) $19.95 

A0416 STICKYBEAR ABC (D) $19.95 

A0417 STICKYBEAR SHAPES (D) $19.95 



A0201 ATARI WRITER (C) $39.95 

A0203 VISICALC (D) $29.95 

A0204 HOME FILING MANAGER (D) $19.95 

A0206 FILEWRITER (D) $20.95 

A0207 REPORT WRITER (D) $20.95 

A0208 MENU WRITER (D) $19.95 

A0209 FAMILY FINANCE (D) $19.95 

A0210 HOME INTEGRATOR (D) $19.95 

A021 1 SMALL BUS INVENTORY (D) $1 1 .95 

A0212 SALESMAN'S EXPENSES (D) $11.95 

A0214 RETAIL INVOICE (D) $11.95 

A0215 TIMEWISE (D) $14.95 

A0216 PEACHTREE G/L (D) $49.00 

A0217 PEACHTREE A/R (D) $49.00 

A0218 PEACHTREE A/P (D) $49.00 

A0717 SYN CALC (D) $32.95 

A0718 SYN CALC TEMPLATES (D) $14.95 

A0572 APPT PLNR/WKLY SCHEDULE (D) $12.95 

A0573 ACCOUNTS RECEIVABLE (D) $11.95 

A0674 ACCOUNTS PAYABLE (D) $11.95 


Synapse 

A0534 ENCOUNTER (D) $14.95 

A0535 BLUE MAX 2001 (D) $18.95 

A0536 QUASIMODO/ AIR SUPPORT (D) $16.95 

A0537 NEW YORK CITY/ELECTRICIAN (D) $16.95 

A0538 RAINBOW WALKER/COUNTDOWN (D) . . $16.95 

A0539 FORT APOCALYPSE (D) $20.95 

A0540 BLUE MAX (D) $20.95 

A0715 MIND WHEEL (D) $25.95 

A0716 ESSEX (D) $25.95 

Epyx 

A0520 JUMPMAN (D) $15.95 

A0521 DRAGON RIDERS OF PERN (D) $18.95 

A0522 SUMMER OLY GAMES (D) $24.95 

A0523 PITSTOP II (D) $24.95 

A0524 BALL BLAZER (D) $24.95 

A0525 RESCUE ON FRACTULUS (D) $24.95 

A0593 KORONIS RIFT (D) $24.95 

A0592 THE EIDOLON (D) $24.95 

Strategic Simulations. Inc. 

A0601 SHOOTOUT AT OK GALAXY (D) $17.95 

A0602 DNIEPER RIVER LINE (D) $24.95 

A0603 SPACE COWBOY (D) $18.95 

A0525 KNIGHTS OF THE DESERT (D) $24.95 

A0527 FIELD OF FIRE (D) $24.95 

A0528 FORTRESS (D) $22.95 

A0529 COSMIC BALANCE (D) $24.95 

A0530 IMPERIUM GALATUM (D) $24.95 

A053I RAILS WEST (D) $24.95 

A0532 TIGERS IN THE SNOW (D) $24.95 

A0533 50 MISSION CRUSH (D) $24.95 

A0590 BROADSIDES (D) $24.95 

A0591 COMPUTER QUARTERBACK (D) $24.95 

A0592 COMPUTER AMBUSH (D) $34.95 

A0593 COMPUTER BASEBALL (D) $24.95 

A0712 COLONIAL CONQUEST (D) $24.95 

A071 3 COMBAT LEADER (D) $23.95 

A0714 KAMPFGRUPPE (D) $34.95 


Atari 

A0420 ATARI MUSIC I (D) $19.95 

A0421 ATARI MUSIC II (D) $19.95 

A0422 INTRO PROG I (T) $14.95 

A0423 INTRO PROG II (T) $14.95 

A0424 INTRO PROG III (T) $14.95 

A0425 ATARI LAB STARTER (C) $44.95 

A0426 ATARI LAB LIGHT MOD (C) $33.95 

A0428 SKYWRITER (C) $16.95 

A0429 CONVERSATIONAL FRENCH (T) $16.95 

A0430 CONVERSATIONAL SPANISH (T) $16.95 

A0431 MY FIRST ALPHABET (D) $16.95 

A0432 SPEED READING (T) $19.95 

A0433 TYPO ATTACK (C) $16.95 

A0435 VERBAL MODULE SAT (D) $29.95 

A0436 SAT SAMPLE PRETEST (D) $17.95 

A0437 MATH MODULE SAT (D) $29.95 

A0438 TOUCH TYPING (T) $14.95 

A0439 JUGGLES RAINBOW (D) $16.95 

A0440 JUGGLES HOUSE (D) $16.95 

A0442 TOUCH TABLET/SOFTWARE $49.00 

A0443 PAINT (D) $19.95 

A0315 PILOT/TURTLE GRAPHICS (C) $29.95 

A0316 LOGO (C) $39.95 

A0318 ASSEMBLER/EDITOR (C) $19.95 

A0319 MACRO ASSEMBLER (C) $19.95 

Spinnaker 

A0444 LINKING LOGIC (C) $16.95 

A0445 DANCE FANTASY (C) $16.95 

A0445 MEMORY MANOR (C) $16.95 

A0447 LOGIC LEVELS (C) $16.95 

A0448 KINDERCOMP (D) $16.95 

A0449 PACEMAKER (D) $16.95 

A0450 KIDS ON KEYS (D) $16.95 

A0451 GRANDMAS HOUSE (D) $16.95 

A0452 KIDWRITER (D) $16.95 

A0453 FRACTION FEVER (D) $18.95 

A0454 IN SEARCH AMAZ THING (D) $22.95 

A0455 TRAINS (D) $18.95 

A0456 ALPHABET ZOO (D) $16.95 

A0457 AEROBICS (D) $22.95 

A0710 DELTA DRAWING (C) $16.95 

A071 1 ADVENTURE CREATOR (C) $16.95 

American Educationai Computer 

A0459 VOCABULARY WORD BLDR (D) $16.95 

A0460 GRAMMAR WRK USE SKILLS (D) $16.95 

A0461 WORLD GEOGRAPHY FACTS (D) $16.95 

A0462 SPANISH VOCAB SKILLS (D) $16.95 

A0463 FRENCH VOCAB SKILLS (D) $16.95 

A0454 WORLD HISTORY FACTS (D) $16.95 

A0465 US HISTORY FACTS (D) $16.95 

A0465 US GEOGRAPHY FACTS (D) $16.95 

A0467 US GOVERNMENT FACTS (D) $16.95 

A0468 A PLUS LEARN TO READ (D) $24.95 

A0470 A PLUS READING COMPREHENSION (D) . $24.95 

A0471 COMPUTER LEARNING PAD $37.95 

A0418 BIOLOGY FACTS (D) $16.95 

A0493 ELEM SCIENCE 3 S 4 (D) $16.95 

A0494 ELEM SCIENCE 5 8 6 (D) $16.95 

A0495 ELEM SCIENCE 7 8 8 (D) $16.95 

DLM 

A0680 SPELLING WIZ (D) $19.95 

A0681 ALIEN ADDITION (D) $19.95 

A0682 METEOR MULTIPLICATION (D) $19.95 

A0683 ALLIGATOR MIX (D) $19.95 

Artworx 

A0738 LINKWORD LANGUAGE-SPANISH (D) . . . $17.95 

A0739 LINKWORD LANG-FRENCH (D) $17.95 

A0740 LINKWORD LANG-GERMAN (D) $17.95 

A0741 LINKWORD LANG-ITALIAN (D) ......... $17.95 

A0663 MONKEYMATH (D) $15.95 

A0654 MONKEY NEWS (D) $15.95 


Add S3 00 for shipping handling ond insurance Illinois residents 
please add 6*. lox Add 56.00 for CANADA PUERTO RICO HAWAII 
ALASKA APO FPO orders. Conodion orders must be m U S dollors 
WE DO NOT EXPORT TO OTHER COUNTRIES EXCEPT CANADA. 

Enclose Coshiers Check ^Aoney Order or Personol Check. Allow 14 
days for delivery 2 to 7 days far phone orders I doy express mail ' 

VISA MASTERCARD COD. 

No C O 0. to Canoda APO-FPO. 


ORDER 

TODAY 


COMPUTER DIRECT 

We Love Our Customers 

22292 N. Pepper Rd., Barrington, III. 60010 

312/382-5050 to order 
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Ji 152K Lowest Price In The USA! i52k 

Computer System Sale 

* Students * Word Processing • Home * Business 


152K 


System 


(130XE System) 


LOOK AT ALL YOU GET FOR ONLY $379 

LIMITED QUANTITIES SYSTEM PRICE LIST PRICE 

©(Atari 130XE 152K Computer $249.00 

©jAtari 1050 127K Disk Drive 299.00 

©iAtari 1027 Letter Quality 20 CPS Printer 299.00 

Atari Writer Plus Word Processer with Spell Checker 59.95 

Atari BASIC Tutorial Manual 16.95 

All connecting cables & T.V. Interface Included. ^ 

Monitors sold separetty. T^^TALS $923e90 


INDIVIDUAL 
SALE PRICE 
$ 134 ** 
159 ’* 
159 ** 
49 ** 
12 ** 


unitors sold seporetly. TOTALS $923.90 $517.75 

CALL FOR 1027 PRINTER REPL ACEIVtENT OPTIONS 


SAVE 
OVER $100 

All 5 ONLY 

$3^900 

SYSTEM 
SALE PRICE 



Other Accessories 

List 

Add $9.95 for 

☆ 

12" Hi Resolutiorr Green Screen Monitor 

$199.00 

$79,95 Connection Cables 

☆ 

13" Hi Resolution Color Monitor 

$399.00 

$159.95 Add $10 for UPS 


15 DAY FREE TRIAL. We give you 15 days to try out this ATARI COMPUTER SYSTEM! I If it doesn't meet your expectations, just send it bock to us prepaid 
and we will refund your purchase price! ! 90 DAY IMMEDIATE REPLACEMENT WARRANTY. If any of the ATARI COMPUTER SYSTEM equipment or 
programs fail due to faulty workmanship or material within 90 days of purchase we will replace it IMMEDIATELY with no service charge! ! 


Best Prices * Over 1000 Programs and 500 Accessories Available * Best Service 
* One Day Express Mail * Programming Knowledge * Technical Support 


COMPUTER DIRECT 

We Love Our Customers 

22292 N. Pepper Rd., Barrington, III. 60010 

312/382-5050 to order 


Add $25.00 for shipping and handling!! 

Enclose Cashiers Check, Money Order or Personal Check. Allow 14 
days for delivery. 2 to 7 days for phone orders. 1 day express moil ! 
We accept Visa and MasterCard. We ship C.O.D. to continental 
U.S. addresses only. Add $10 more if C.O.D. , add $25 if Air Mail. 
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INFOCOM 

LIST 

PRICE 

OUR 

PRICE 


, Atr, 

C64, 

ami 

A Mind Forever Voyaging 
Ballyhoo NEW 

Cutthroats 

Enchanter 

$45 

$40 

$30 




• 

$27 




• 

• 

$40 

$27 




• 

$40 

$27 


ISI 

im 


Hitchhiker's Guide/Galaxy 
Infidel 

Planetfall 

Seastalker 

$40 

$27 


ESI 


■■1 

$45 

$30 


laa 


■■■ 

$40 

$27 


!«■ 


■■■ 

$40 

$27 



Em 

Bl| 

Sorcerer 

$45 

$30 


Em 

fm 

■■1 

Spellbreaker 

$50 

$33 



tm 

mmm 

Suspect 

$45 

$30 


Em 



Suspended 

Wishbringer 

$50 

$33 





$40 

$27 


Em 

im 


Witness 

$40 

$27 


Fm 

Em 


Zork 1 


$27 


Fm 



Zork II, III 

$45 

$30 





4 in one Sampler 

$8 

$6 


* 



Invisiclues 

$8 

$6 


• 








HHI 



1 BRODERBUND - 
1 SYNAPSE 

LIST 

PRICE 

OUR 

PRICE 

App 

, Atr, 

C64, 

9 

Ancient Art of War 

Champ. Lode Runner 

Lode Runner 

$45 

$30 


bb 

sssa 

■I 

$35 

$23 

• 

• 

• 


$35 

$23 

• 

• 

• 


Lode Runner's Rescue 

$30 

$20 


• 

• 

wmm 

Mask of the Sun 

$40 

$27 


• 


ml 

Mindwheel 

$45 

$30 


'im 

i^i 


Print Shop 

$50 

$33 


I^: 

i^i 


Print Shop Companion 

$40 

$27 





Pr. Shop Gr. Library #1,2,3 

$25 

$17 


• 

• 


Where is Carmen Sandieqo? 

$40 

$27 






PENGUIN 

LIST 

PRICE 

OUR 

PRICE 

App, Atr, C64, IBM | 


The Coveted Mirror 

$35 

$23 





Crimson Crown 

$35 

$23 


• 

• 

• 

Quest 

$35 

$23 


• 

• 

• 

Ring Quest 

Sword of Kadash 
Transylvania 

Xyphus 

$35 

$23 






$23 



• 


$35 

$23 


• 

• 

• 

$36 

$23 



• 

— 


BEST SELECTION - We have carefully selected 


ELECTRONIC 

ARTS 


LIST 

PRICE 


OUR 

PRICE 


m 

H 

1^ 

■ 


REM 


• 


Em 

Em 







s 

im 



B 

• 



B 


• 



• 


• 





• 

• 


• 

$22 

Em 

• 



• 


9 


$22 

• 

B 

19 

$20 


• 

• 

• 

• 

♦ 

• 

• 


* 



■i 




Archon 
Archon II 

Auto Duel - ORIGIN 
Bard's Tale 
Heart of Africa 
Imagic Football 
Mailorder Monsters 
Moebius - ORIGIN 
M.U.L.E. 

One on One 
Racing Destruction Set 
Seven Cities of Gold 
Skyfox 

Ultima III - ORIGIN 
Ultima IV - ORIGIN 
Wilderness 


n Set 

$50 

$33 


$35 

$23 


$40 

$27 

NEW 

$60 

$40 

NEW 

$45 

$30 

NEW 

$33 

$22 

NEW 

$35 

$23 


$33 

$22 

NEW 

$60 

$40 


$24 

$16 


$40 

$27 


$33 

$22 


$40 

$27 


$40 

$27 


$60 

$40 

NEW 

$60 

$40 


$50 

$33 


EPYX 


LIST OUR 
PRICE PRICE 


, Atr, C64, IBM 


Ballblazer 

Eidolon 

Koronis Rift 

Rescue on Fractalus 

Temple Apshai Trilogy 

Winter Games 

World's Greatest Football 


$40 $27 

$40 $27 

$40 $27 

$40 $27 

$40 $27 

$40 $27 

$40 $27 


TELARIUM 


LIST OUR 


B 

9 

$22 

B 

B 


$22 


• 


im 


• 


1^ 


• 




• 

i_ 

$52 



I 


Amazon 
Dragonworld 
Fahrenheit 451 
Nine Princes/Amber 
Perry Mason 
Shadowkeep 


$40 $27 

$40 $27 

$40 $27 

$40 $27 

$40 $27 

$40 $27 


ACCOLADE 


LIST OUR 




$20 

$27 





• 


$20 


• 


$20 


• 


$50 


• 






$20 

— 




Dam Busters 
Double Accolade 
Fight Night 
Hard Ball 
Law of the West 
Sundi^ 

Psi 5 Trading Co. 


NEW 


NEW 


$35 $23 

$45 $30 

$35 $23 

$35 $23 

$35 $23 

$40 $27 

$35 $23 


the best titles from the most challenging software available. 

CALL TOLL-FREE - Call us to place an order or just to ask 
a question. Every call is always welcome on our 800 line. 

SAME DAY SHIPPING - We ship every order the same day it's 
placed. Just call before 4:00 pm and we'll ship your order UPS. 

DISCOUNT PRICES - Save up to 1/3 off the retail price when 
you buy from Tevex. Why pay more for the same software? 

FRIENDLY, KNOWLEDGEABLE STAFF - We are always 
available to answer your questions and keep you up to date on 
new & upcoming games. 


CALL TOLL-FREE 1-800-554-1162 

SAME DAY SHIPPING * 

CALL FOR FREE CATALOG 

Open 9-6 Mon. - Fri. 10-4 Sat. Circle Reader Service #21 

Apple n, II+, lie, Itc, Atari 800, XL, XE leriet, Commodoie 64, 128, IBM PC, XT, jr 



TEYEX 

INCORPORATED 


1710 Wilwat Drive 
Suite E 

Norcross, GA. 30093 
404-441-3045 

















LIST 

PRICE 


OUR 

PRICE 


Baltic 1985 $35 $27 

Battalion Comm. $40 $27 

Battle of Antietam NEW $50 $33 

Battle for Normandy $40 $27 

Battlegroup NEW $60 $40 

Breaktnrough/Ardennes $60 $40 

Broadsides $40 $27 

Colonial Conquest $40 $27 

Computer Ambush $60 $40 

Computer Baseball $40 $27 

Computer Quarterback $40 $27 

Cosmic Balance $40 $27 

Field of Fire $40 $27 

50 Mission Crush $40 $27 

Fighter Command $60 $40 

Gemstone Warrior $35 $23 

Geopolitique 1990 $40 $27 

Imperium Galactum $40 $27 

Kampfgruppe $60 $40 

Kampf. Seen. Disk $20 $15 

Knignts in the Desert $40 $27 

Mechbrigade $60 $40 

Nam NEW $40 $27 

Norway 1985 $35 $23 

Operation Market Garden $50 $33 

Panzer Grenadier $40 $27 

Phantasie $40 $27 

Phantasie II NEW $40 $27 

Questron $50 $33 

Rails West $40 $27 

RDF 1985 $35 $23 

Reforger 88 $60 $40 

Rings of Zilfin NEW $40 $27 

Six Gun Shootout $40 $27 

U.S.A.A.F. NEW $60 $40 

Tigers in the Snow $40 $27 

War in Russia $80 $53 

Wizard's Crown NEW $40 $27 

We Carry EVERY Other SSI Game! 
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SIMULATIONS 


LIST 

OUR 




L 

CANADA 


PRICE 

PRICE 

App, Atr, C64, IBM i 


Battle of the Atlantic 


$60 

$40 




• 


Fifth Eskadra 


$60 

$40 






Golan Front 

NEW 

$60 

$40 



♦ 



Grey Seas, Grey Skies 


$60 

$40 



• 



Seventh Fleet 

NEW 

$60 

$40 







MINDSCAPE 

LIST 

PRICE 

OUR 

PRICE 


Forbidden Castle 

$40 

$27 

Halley Project 

$45 

$30 

Jame Bond: A View to Kill 

$40 

$27 

Luscher Profile 


$27 

Racter 

$45 

$30 

Stephen King's 'The Mist' 

$40 

$27 


I 



wm 

mm 

HI 


$27 

$27 





♦ 








• 
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ACTIVISION - 

LIST 

OUR 





li 

GAMESTAR 

PRICE 

PRICE 

App, Atr, C64, IBM 

1 


Alter Ego NEW 

Borrowed Time NEW 

$40 

$27 






$50 

$33 




• 


Ghostbusters 

$40 

$27 


$20 

$23 



Hacker 

$40 

$27 


$17 

$20 



Little Computer People 

$40 

$27 



$23 



Mindshadow 

$40 

$27 


$17 

$20 

• 


Space Shuttle 

$40 

$27 


$17 

$20 



Star League Baseball 

$30 

$20 


$17 

• 




Blank Disks - Box of 10 DSDD only $12 


MICROPROSE 

LIST 

PRICE 

OUR 

PRICE 

Api 

5, Atr, 

, C64, 

ibm| 

Aero Jet 


$35 

$24 



. 



Conflict in Vietnam 

NEW 

$40 

$27 






Crusade in Europe 

$40 

$27 

• 





Decision in the Desert 


$40 

$27 






F-15 


$35 

$24 

• 



* 


Kennedy Approach 


$35 

$24 






Miq Alley Ace 


$35 

$24 






Nato Commander 

NEW 

$35 

$24 

• 





Silent Service 

$35 

$24 

• 



• 


Solo Flight 


$35 

$24 

• 



• 



THE AVALON HILL 

GAME COMPANY 

LIST 

PRICE 

OUR 

PRICE 

Ann, Atr, C64, IBM 

I 

■ 

m 

By Fire & Sword 

$25 

$17 




• 


Crrcus Maximus 

$25 

$17 




• 


Clear for Action 

$30 

$20 


• 




Computer Diplomacy 

$50 

$33 




• 


Dreadnoughts 

$30 

$20 

• 


• 



Gulf Strike 

$30 

$20 

• 

• 

• 



Incunabula 

$^ 

$20 

B 

■■1 


• 


Jupiter Mission 1999 

§50 

$33 

B 


$27 



Legionnaire 

$30 

$20 

• 

• 

• 



Maxwell Manor 

$25 

$17 

♦ 

• 

♦ 



Ram 

$30 

$20 




• 


Statis Pro Baseball 

$35 

$23 

• 


• 



Super Bowl Sunday 

$35 

$23 




• 


T.A.C. 

$40 

$27 

• 

• 

B 



Telengard 

$28 

$19 

• 

• 

• 

• 


Tsushima 

$30 

$20 



♦ 



Under Fire NEW 

$60 

$40 

• 







Carriers at War $50 $33 

Europe Ablaze NEW $50 $33 

Reach for the Stars 2nd Ed. $45 $30 


ETC. 


Alternate Reality 
Beachhead 

Black Cauldron NEW 

Chickamauga 

Clash of WHis 

Competition Karate 

Elite 

Flight Simulator II 
Flight Sim II Scenery Disks 

Icon 

Jet Simulator 

King's Quest I, II 

Kobayashi Alternative 

Lordlings of Yore 

Micro League Baseball 

MLB 1985 Team Disk 

MLB General Man. Disk 

Napoleon/Waterloo-Krentek 

NFL Challenge 

Road to Moscow - Barac 

Rome/Barbarians- Krentek 

Rommel - GDW NEW 

Sargon III 

Spy vs. Spy 

Spy vs. Spy - Island Caper 
Star Crystal SPECIAL 
Star Fleet I 
Universe 

Universe Expansion Pkge. 
Universe II NEW 




LIST OUR 

PRICE PRICE App, Atr, C64, IBM 


$50 

$33 

• 

C\J 

$27 


$35 

$23 

• 

• 

• 


$40 

$27 




• 

$35 

$25 


• 



$40 

$30 


• 



$35 

$25 

• 




$35 

$23 

• 




$50 

$33 

• 

• 


• 

$20 

$15 





$40 

$27 

• 




$50 

$36 





$40 

$27 





$50 

$33 

• 




$40 

$27 

• 




$40 

$30 

• 




$40 

$27 

• 

• 



$20 

$15 

• 

• 



$40 

$27 

• 

• 



$35 

$25 


• 



$100 

$80 




• 

$30 

$22 





$35 

$25 


• 



$40 

$30 


• 



$50 

$33 

• 

• 


• 

$30 

$20 

« 

• 



$30 

$20 


• 



$40 

$20 

• 




$50 

$33 

* 


• 

* 

$100 

$75 

• 

$70 


• 

$15 

$12 

• 

• 


• 

$70 

$46 




• 










As told by Scorpia 



Back again, eh? My, you’re looking a bit 
peaked. It must have been all that running around 
in the cubes you did last time! No matter, we have 
just the thing to make you feel better and provide 
you with a little relaxation; a trip to the circus! 

Well, maybe this wasn’t quite the best circus to 
choose. "The Travelling Circus That Time Forgot, 
Inc." is, perhaps, a trifle on the sleazy side. Cer- 
tainly the performances were nothing to write home 
about. Nor the over-priced goodies, which weren’t 
all that good. At least it’s over, and now you’re 
loitering in the wings of the big top, feeling 
slightly depressed. 

Ah, but you may yet have the chance to bask in 
the limelight, incredible as that might seem. There’s 
more going on around here than is first apparent! 
All it takes is a little snooping around (ok, a lot of 
snooping around), some death-defying acts, and a 
bit of help from your friends (and this column!) to 
bring you fame (if not fortune). 

The first order of business, naturally, is to find 
out just what is happening below the surface. Step- 
ping out of the wings, you find yourself at the 
Connection. A small group of people is making its 
way through a turnstile nearby, but you don’t seem 
able to follow them just yet. No need to worry; 
you’ll manage that later. 

In the meantime, look at little Comrade Thumb, 
the midget. Poor guy, he’s having a hard time get- 
ting a drink of water. Too bad he isn’t quite tall 
enough to reach the button on the fountain. 

Moving along south, you come to the White 
Wagon, where Mr. Munrab (read that backwards) 
resides. He probably wouldn’t take kindly to being 
interrupted, but what’s that sticking out from under 
the trailer? Hmmm, it’s a long fiberglass pole. 
Funny, no one did any pole-vaulting during the 
performances, so it must have some other use (or 
even uses). You might as well hang on to it. 

Drifting west, you reach the Back Yard. Here 
comes Chuckles, who brushes past you, speaks to 
the guard in the cage, and disappears through the 
turnstile southwards. And right on his heels is none 
other than Comrade Thumb. The little guy is ap- 
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parently willing to give a performance for you 
gratis, so go ahead and enjoy it. And by all means, 
do not overlook Harry the guard. He is a very 
knowledgeable person; talk to him often. 

Say, look at that tent over there... let’s take a 
peek inside. Ah, this is where the props are stored. 
Uh-oh, sounds like someone is coming... better do 
something fast! You don’t want to be seen (there 
won’t be much of a game, otherwise). 

But, at least you know now what the problem is: 
Munrab’s daughter has been kidnapped! And the 
detective he’s hired is just slightly less than com- 
petent. With him on the job, you shudder to think 
of what might happen. There’s only one thing to 
do: rescue her yourself. Of course, that’s easier said 
than done. Especially since any or all of the per- 
formers could be involved. 

Things seem to have reached an impasse. You 
can’t get through the south turnstile, and you can’t 
get through the east one. But, have you been ev- 
erywhere else yet? Wander around for awhile, and 
see what turns up. Bet you’ll find one or two useful 
items! A word of advice: when visiting high places, 
less is better. 

Ok, now you can get through the east turnstile, 
which leads to the Midway. First stop is the 
Menagerie, which houses an irritable elephant and a 
bored gorilla (separately, of course). A little further 
on you come to an empty cage. Peering in, you can 
just make out a key hanging on the wall. Naturally, 
the cage door is locked, so you’ll have to swipe the 
key some other way. It’s a shame your arms aren’t 
longer. 

Further along the Midway is Rimshaw and the 
bizarre Andrew Jenny. Checking your ticket, you 
see you are entitled to Rimshaw’s services, so take 
advantage of them. Andrew Jenny, however, isn’t 
(aren’t?) going to be very helpful right now, so you 
might want to move on to the end of the Midway, 
and Tina the Fat Lady. 

She doesn’t seem very talkative; indeed, she ap- 
parently doesn’t even know you’re there at all. 

Now, how are you going to get her attention? 
Shouting won’t do it, and you can’t go climbing 
around on her, either. While you think about this 
one. I’ll just sneak out for a quick snack. Oh, and 
make sure you take in the complete exhibit! 

Looks like you’re about done here for now, and 
there’s still that other turnstile to get through. 

That’s a tough one. Harry won’t buzz you in, be- 
cause he knows you’re not one of the performers. If 
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you could figure out a way of tricking him, you 
might be able to get by. However, you do have to 
know a little bit more about Harry first... and don’t 
forget about the balloon. 

So, here you are in the performer’s camp at last. 
Not a very large place; only two trailers in all; one 
for Katzenjammer the Lion Tamer and one for the 
clowns. It doesn’t appear that anyone’s home at 
Katz’s place, still that key you borrowed might be 
useful here. Clown Alley is occupied, but you’d 
have a hard time getting in as yourself. Pretty hairy 
stuff. 

Care for a little excitement? Ready to take your 
life in your hands? No? Gee, then you won’t ever 
finish this adventure! Ok, that’s better (I’m glad 
you changed your mind). Pay a visit to the lion’s 
den. My, that stand looks interesting. Unfortu- 
nately, shaggy-mane won’t let you near it. But 
that’s no problem for you, right? You know all 
about these beasts, right? (If you don’t, you haven’t 
been talking to the right person!). So, don’t just 
stand there, get those cats out of the way! Grate 
work! 

Whew! Actually, this lion-taming business is re- 
ally easier than it looks, huh? (We will overlook the 
fact that your face is white and your knees are 
shaking). Perhaps a little music will help you to 
calm down. Unfortunately, reception around here 
isn’t too good; all you get is static. It probably has 
something to do with being at sea-level. 

Now that you’ve gotten yourself together again, 
you might want to check out that gift. You still 
have some mo*- with you, and that’s what it’s for; 
don’t be afrai io a little gambling. Ooops, it 
looks like you r^’broke (or maybe you did too well 
and got tossed out). No matter, there wasn’t any- 
thing else to spend the money on, anyway. 

Let’s do a little inventory check here. Ah yes, 
that cigarette case. I’ll bet there’s someone who 
would be interested in seeing it. That is, if you 
know to whom it belongs. And leave us not forget 
those poor animals cooped up in the menagerie! 

So, what about Mahler (the gorilla, not the com- 
poser) and Hannibal of the jungle? Ya know, 
there’s a lot of truth to that old saying about ele- 
phants and mice; now where would you find a 


mouse? As for the gorilla, you should be able to 
handle him in record time; it’s all in your head. 

There seems to be a hole in the wall here sud- 
denly; take a step through and see what’s on the 
other side. Aha, the White Wagon! And now, you 
can get to the ladder-in back of it. But wait... here 
comes Comrade Thumb, and he appears to be 
rather upset. Remember what he shows you (it can 
wait a little while), then check out the top of the 
trailer. 

It wouldn’t be surprising if you found something 
interesting in that trailer; however, there’s Munrab 
to deal with first. Actually, getting him out is re- 
ally pretty easy. Hello? Anyone home? 

Still, you don’t want to waste time here, so get 
in and out fast. Then you can check out what 
Thumb was trying to show you before. Ahhh, 
you’re getting close now, but you aren’t quite fin- 
ished. The bird, so to speak, has flown again. Give 
chase, but don’t just stand around. 

Darn! Looks like he got away after all. Say, 
who’s that lying on the ground there by the Mid- 
way entrance? By golly, it’s the detective, and he’s 
out like a light. Possibly there is some way you can 
wake him up. After all, you’re just dying to get a 
look at that ransom note, aren’t you? 

The action is beginning to wind up now; you 

Continued on pg. 44 


HAVE YOU MET A BERSERKER YET? 
FRED SABERHAGEN'S 
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• STRATEGY TREACHERY TACTICS 

• SIXTY PAGES OF INFORMATION 
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Map Design for Computer Games 
Creating the Universe 

by Steve Estvanik 

T he universe may be measured in parsecs or 
footsteps, but its appearance to the user is 
all important in computer games. Computer 
game designers have many considerations to balance. 
Among the variables are resolution, color palettes, 
information to be displayed, terrain features, 
scrolling and grid systems. In addition, choices 
made in map design can have dramatic effects on 
programming and the dynamics of play. 

What follows is an overview of some of the de- 
cisions and problems a designer faces when deter- 
mining the type of graphics displays to use in a 
game. I’ll be concentrating on the ‘strategic’ areas 
of game design. The more tactical areas of actual 
color choices, terrain representation and symbols 
used will be discussed in a future article. 

A map is arguably the most important part of a 
game. Games require the assimilation of many 
kinds of information and the manipulation of a va- 
riety of kinds of units. From all the options avail- 
able, helpful as the computer might be, the human 
commander must still develop a plan of action and 
somehow convey those orders to the program. The 
map should help, not hinder, the player in sorting 
available information. It should organize and chan- 
nel the player’s energies, not disperse them with 
excessive distractions. Good map design can’t cover 
for a bad game design, while bad map design can 
easily ruin an excellent design. 


MAP TYPES 

The first step in designing a new game’s graphic 
system is deciding what type of map to use. The 
simplest maps are static, like the world maps used 
in Epidemic to show the progress of the disease. 
Individual countries may change color, but the map 
itself is a single screen. These maps can be pro- 
duced separately with a ‘paintbrush’ program and 
loaded into memory when needed. The next step up 
from this are the maps used in Diplomacy, The 
Ancient Art of War or Incunabula — an unalterable 
background in graphics mode, upon which units are 
displayed. These maps introduce the first problem, 
since they are larger than what can be shown on 
the screen at one time. In the early days of com- 
puter games, some games, best left unnamed, 
‘solved’ this problem by displaying each portion 
separately. A map that was 6 times the size of the 
screen would thus be displayed only as 6 separate 
maps. This worked fine while action was confined 
to the middle of the map. But if your units were 
trying to cross a map, or coordinate with troops on 
the next map, it was at awkward to use these pro- 
grams. The solution, of course, is a scrolling map, 
but scrolling is not a graphics feature on all sys- 



tems. And on most systems, the entire graphics 
image must be stored somewhere. This means the 
map itself (apart from the units displayed upon it) 
cannot change. Some games, like Eastern Front, 
provide for a changing background color, but as 
this is still an essentially static map, since all of a 
given terrain becomes white in winter. 

In contrast, dynamic maps use the computer in a 
way that no boardgame can. Boardgames sometimes 
try to accomplish similar effects by using various 
counters and markers, but these systems are limited 
in effectiveness and burdensome to use. Computer 
versions are transparent to the player. In my cur- 
rent project. The Civil War, the computer takes on 
the tedious bookkeeping of supply and railroad in- 
tegrity and shows you graphically who controls 
what territory. As Union and Confederate troops 
move on the map, they change the background 
color of that terrain. Thus you see the dynamic as- 
pects at a glance and can plan your attacks accord- 
ingly. Similar effects were used in By Fire and 
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Sword to give a historical feel to the map. Here, 
each vassal unit claims land for its feudal lord. The 
result is a patchwork of colors reminiscent of me- 
dieval maps. These effects cannot be achieved eco- 
nomically in graphics modes. On the current gen- 
eration of machines, (perhaps even including the ST 
and the Amiga) graphics modes considerations re- 
strict the programmer to predrawn maps. Redraw- 
ing complicated maps cannot be done dynamically 
in graphics mode. This leads the designer to look at 
alternate means of producing maps, eventually 
coming to character graphics modes. 

Character (or text) graphics was actually the first 
kind of mapping used in early minicomputer in- 
teractive games. Minicomputers were limited to the 
ascii character set and could only draw crude maps, 
often with no cursor control at all. The first games 
for early microcomputers were conversions of ear- 
lier works that didn’t take advantage of the new 
machine’s capabilities. These recycled games fared 
poorly in comparison to arcade games which 
showed the new machines’ powers to better advan- 
tage. 

Recent micros have much improved text graph- 
ics abilities. The IBM for example offers a 256 
character ascii set. 16 colors can be displayed si- 
multaneously, until recently, far outstripping the 
abilities of most other machines in so-called hi-res 
mode. (Apple’s hi-res discrimination of 280 by 172 
is actually not as fine as IBM medium res of 320 
by 200!) On newer machines like the Atari or 
Amiga, you can define your own terrain-building 
characters to develop a custom set. Thus a game 
like Gulf Strike can have the look of a graphics 
map while using character graphics. 

The main advantage of character graphics is the 
ability to change very small areas, modify colors 
and even change terrain features. Thus in By Fire 
& Sword, the barons can choose to cut down forest 
areas to create their castles. Other barons can then 
send troops to siege and set fire to these buildings. 
These operations would have been prohibitively 
slow to display in graphics mode. 

MOVEMENT SYSTEM 

The next problem is the choice of a movement 
system. The simplest method is area movement such 
as that used in Diplomacy or Call to Arms. With 
area movement, units move from one section of the 
map to another. There is no need for accurate 
measurements as the time scale allows movement 
through large areas. 

For most tactical games, and many strategic 
games, a more constrained movement system is re- 
quired. In boardgames this is usually solved by the 
use of a grid system. The two main grids used are 
square and hexagonal. The square grid is easy to 
draw and regulate, but distorts diagonal movement. 
Also, it generates problems for zones of control 
(ZOC) in diagonal directions. Some games which 
appear to be graphic maps are in reality disguised 
square grids, for example. Legionnaire, Gulf Strike 
and Rome & the Barbarians. Units are unnaturally 
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constrained in the directions they can move and 
attack. In Legionnaire, for example, to move diago- 
nally, the unit moves up one, then over one for a 
cost of 2 rather than the true cost of 1.4. A careful 
programmer can overcome these difficulties and 
produce a square grid design that still plays well 
and has the proper feel. In such cases, the square 
grid is a perfectly acceptable solution to the prob- 
lem. 

A related problem of square grid systems is the 
blocky look that results. Rivers either take right 
angle bends or they have to run through the middle 
of squares. Which, in turn, causes problems in de- 
ciding which side of the river troops are on. Very 
few maps, computer or boardgame, allow rivers to 
run through squares or hexes. The boardgame War 
& Peace does, for example, and therefore requires 
special rules for following a river’s course versus 
crossing it. Instead rivers are usually borders. Simi- 
lar effects occur with mountain passes. These ef- 
fects rapidly complicate the movement and combat 
sections of the game. Their implications when it 
comes time to write the artificial intelligence rou- 
tines grow proportionately. An easier method needs 
to be found. 

The hexagonal grid seems to cure most of the 
square’s problems. All directions are more equal 
and ZOC is simpler to calculate. There are several 
subtle distortions, though. Any hex grid has a grain 
-- lines of units can form a stfaight line in either 
the horizontal or vertical direction, but not both. 
The other direction will be a jagged line. Thus a 
unit moving in a row of hexes will cover less dis- 




tance than a unit forced to move in a zig-zag pat- 
tern. (The distortion is about 20%. ) Road networks 
are also distorted. In Napoleonic and Civil War era 
games, in which regimental lines occupy multiple 
hexes, the grain of the map can make a big dif- 
ference in tactic. In general you can bring more 
units to bear against the grain, so attackers will 
want to move against the grain, while defenders 
will want to be facing with the grain. (This is most 
easily seen by playing with some counters on any 
grid map.) The designer’s choice of grain direction 
thus directly and artificially influences the play of 
the game. (POP QUIZ: Examine the maps from 
some of your favorite boardgames or computer 
games. Can you spot the grain? Would it be easier 
to attack or defend if the grain went in the oppo- 
site direction?) 

The ultimate system, then would be one in 
which all distance costs are geometrically accurate, 
in which ZOC’s are reasonable and in which there 
is no grain effect. Such systems exist and have been 
used for years by miniatures aficionados. They use 
various rulers and templates to decide movement 
distances and firing ranges. Some means of coding 
terrain features is required. Otherwise, how would 
the program handle a unit which was 1/3 on a 
road, 1/3 in trees and 1/2 in rough terrain? To 
date, most of the computer games to use this have 
been naval games, as the technique is most easily 
applied when the need to represent terrain is mini- 
mal. In summary, the choice of mapping systems is 
more than an aesthetic decision. It will also affect 
later programming difficulty and will influence 
both the feel and the play of the game. 

There are more solutions to these problems than 
there are games designers. Finding an appropriate 
solution still requires more art than science, but an 
understanding of the problems involved will help 
point you in a reasonable direction. 

Steve Estvanik is an independent microcomputer 
consultant and freelance games designer. His games 
include Incunabula, By Fire & Sword, Circus Max- 
imus and the IBM version of Gulf Strike for Avalon 
Hill. His Air Traffic Controller game will be of- 
fered by CompuServe later this spring. 




COMMODORE 64 
COMPUTER 


(Order Now) 


$1 39»s 


•C128 Disks 79' ea.* 

• Paperback Writer 64 $34.95 

• 10" Comstar 10X Printer $148.00 

• 13" Zenith Coior Monitor $139.95 


CALL BEFORE YOU ORDER 


COMMODORE 64 
SYSTEM SALE 


Commodore 64 


Plus $30.00 SSH 


Com. 1541 
Disk Drive 


13" Coior 
Monitor 


*457 




PLUS FREE $49.95 Oil Barons 
Adventure Program 


SPECIAL SOFTWARE COUPON 


COMMODORE 64 COMPUTER 6139.95 

You pay only $139.95 when you order the powerful 
84K COMMODORE 64 COMPUTER! LESS the value of 
the SPECIAL SOFTWARE DISCOUNT COUPON we pock 
with your computer that allows you to SAVE OVER 
$250 off software sole prices!! With only $100 of 
savings applied, your net computer cost is $39.95! ! 


We pack a SPECIAL SOFTWARE DISCOUNT 
COUPON with every COMMODORE 64 
COMPUTER, DISK DRIVE. PRINTER, or 
MONITOR we sell! This coupon allows you 
to SAVE OVER S2$0 OFF SALE PRICES!! 


* C128 DOUBLE SIDED DISKS 79‘ EA. 

Get these 5'/." Double Sided Floppy Disks specially 
designed far the Commodore 128 Computer {1571 Disk 
Drive). 100% Certified, UfetOne Warranty, 
Automatic Lint Cleaning Liner included. I Box of 10 - 
$9.90 (99' ea.), 5 Boxes of 10 - $44,50 (89' ea.), 10 
Boxes of 10 -$79.00 (79' eo.). 


(Examples) 

PROFESSIONAL SOFTWARE 

COMMODORE 64 


13" ZENITH COLOR MONITOR $139.95 

You pay only $139.95 when you order this 13 ’ ZENITH 
COLOR MONITOR. LESS the value of the SPECIAL 
SOFTWARE DISCOUNT COUPON we pock with your 
monitor that allows you to save over $250 off software 
sole prices! I With only $100 of savings applied, your 
net color monitor cost is only $39.95. (16 Colors). 


Premium Quality 120'140 CPS 
Comstar 10X Printer $148.00 

The COMSTAR lOX gives you a 10" carriage, 120-140 
CPS, 9x9 dot matrix with double strike capability for 
18 X 18 dot matrix (near letter quality), high resolution 
bit imoge (120 x 144 dot matrix), underlining, bock 
spacing, left and right margin setting, true lower 
decenders with super and subscripts, prints standard, 
itolic, block graphics ond special characters. It gives 
you print quolity and features found on printers 
costing twice os much!! (Centronics Parallel 
Interface) List $399.00 Sole $148.00. 


Nome 

List 

Sole 

Coupon 

Paperback Writer 64 

$99.00 

$39.95 

$29.95 

Paperback Database 64 

S69.00 

$34.95 

$24,95 

Paperback Dictionary 

$24.95 

$14.95 

$10.00 

The Print Shop 

$44,95 

$27.95 

$26.95 

Holley's Project 

$39.95 

$25.95 

$24.95 

Practicalc (spread sheet) 

$59.95 

$19.95 

$14,95 

Programmers Reference 

$24.95 

$16.95 

$12.50 

Guide 




Nine Princes in Amber 

$32.95 

$24.95 

$21 .95 

Super Bowl Sunday 

$30.00 

$19.95 

$17.95 

Flip & File Disk Filer 

$24.95 

$14.95 

$12,95 

Deluxe Tape Cassete (plus 

$89.00 

$44.95 

$34.95 

FREE game) 




Pro Joystick 

$19.95 

$12.95 

$10.00 

Computer Core Kit 

$44.95 

$29.95 

$24.95 

Dust Cover 

$ 8.95 

$ 6.95 

$ 4.60 

Injured Engine 

$39.95 

$27.95 

$24.95 

Pitstop II (Epyx) 

$39.95 

$22.95 

$19.95 

Music Calc 

$59.95 

$14.95 

$12.95 

File Writer (by 

$39.95 

$29.95 

$24.95 


(See over 100 coupon items in our catalog) 

Write or call for 

Somple SPECIAL SOFTWARE COUPON! 


4 SLOT EXPANDER & 80 COLUMN BOARD $59.95 

Now you program 80 COLUMNS on the screen at one 
time! Converts your Commodore 64 to 80 COLUMNS 
when you plug in the 80 COLUMN EXPANSION 
BOARD!! PLUS 4 slot expander! Umifed Quantitiet 


ATTENTION 

Computer Clubs 


so COLUMNS IN COLOR 

PAPERBACK WRITER 64 WORD PROCESSOR $39.95 

This PAPERBACK WRITER 64 WORD PROCESSOR is the 
finest available for the COMMODORE 64 computer! 
The ULTIMATE FOR PROFESSIONAL Word Processing, 
DiSPLAYS 40 or 80 COLUMNS IN COLOR or block ond 
white! Simple to operote, powerful text editing, 
complete cursor and insert/delete key controls line 
and porogroph insertion, automatic deletion, 
centering, margin settings and output to oil printers! 
List $99.00. $ALE »39.«. Coupon $29.95, 


We Offer Big Volume Discounts 

CALL TODAY! 


PROTECTO WARRANTY 

All Protecto's products carry a minimum 90 day warranty. 
If onything fails within 90 days from the dote of purchase, 
simply send your product to us via United Parcel Service 
prepaid. We will IMMEDIATELY send you a replacement at 
no charge via United Parcel Service prepaid. This warranty 
proves once again that We Love Our Customers. 


C128 COMMODORE 
Ig^COMPUTER 

(Order Now) 


tFmil 




Plus FREE 669.95 Timeworks 
Wordprocessor. 

• 340K 1571 Disk Drive $259.00 

• Voice Synthesizer $39.95 

• 12" Amber Monitor $79.95 


PRICES MA Y BE LOWER 


* Cl 28 COMMODORE COMPUTER $289.00 

You pay only $289.00 for the C128 computer and we 
include the C128 Wordwriter Wordprocessor by 
Timeworks (Sole $59.95). Thus, your net cost for the 
C128 computer is only $229.05. 

List $349.00. SALE $289.00. 


340K 1571 COMMODORE DISK DRIVE $259.00 

Double Sided, Single Disk Drive for C-128 allows you 
to use C-128 mode plus CPM mode. 17 times foster 
than 1541 , plus runs all 1541 formats. 

List $349.00. Sale$2S9.00. 


SUPER AUTO DIAL MODEM $29.95 

Easy to use. Just plug into your Commodore 64 
computer and you're reody to transmit and receive 
messages. Easier to use than dialing your telephone, 
just push one key on your computer! Includes 
exclusive easy to use program for up and down 
loading to printer and disk drives. Best In U.S.A. 

List $99.00. SALE $29.95. Coupon $24.95. 


VOICE SYNTHESIZER $39.95 

For Commodore-64 computers. Just plug it in and you 
con program words and sentences, adjust volume and 
pitch, moke talking adventure games, sound action 
gomes and customized talkies!! PLUS ($19.95 value) 
TEXT TO SPEECH progrom included FREE, just type o 
word ond heor your computer tolk — ADD SOUND TO 
"ZORK ’, SCOTT ADAMS AND OTHER ADVENTURE 
GAMES ! I (Disk or tape.) List $89.00. SALE $39.95 


12" MAGNAVOX (NAP) 80 COLUMN 
MONITOR WITH SOUND $79.95 


Super High Resolution green screen monitor. 80 
columns x 24 lines, easy to read, plus speoker for 
audio sound included. Fantastic value List $129.00 
Sale $79.95. (C128 cable $19.95. C64, Atari coble 
$9.95) 


PRINTER/TYPEWRITER COMBINATION $229.95 

"JUKI" Superb letter quality, daisy wheel 
printer/typewriter combination. Two machines in one 
— just a flick of the switch. 12" extra large corrioge, 
typewriter keyboard, automatic margin control and 
relocate key, drop in cassette ribbon! (90 day 
warranty) centronics porallel or RS232 seriol port built 
in (Specify). List $349.00. SALE $229.95. (Ltd. Qty.) 


13" RGB & COMPOSITE COLOR MONITOR $259.95 

Must be used to get 80 columns in color with 80 
column computers (C128 • IBM • Apple). 

(Add $14.50 shipping) 

List $399.00. SALE $259.9$. 


• LOWEST PRICES • IS DAY FREE TRIAL 

• BEST SERVICE IN U.S.A. • ONE DAY EXPRESS MAIL 


PHONE ORDERS 

8 a.m. - 8 p.m. Weekdays 

9 a.m. - 12 noon Saturdays 


• 90 DAY FREE REPLACEMENT WARRANTY 

• OVER SOO PROGRAMS • FREE CATALOGS 


Add $10.00 for shipping hondling and insurance. Illinois residents 
please add 6% tax. Add $20.00 for CANADA, PUERTO RICO, HAWAII, 
ALASKA, APO-FPO orders. Conodion orders must be in U.S. dollors 
WE DO NOT EXPORT TO OTHER COUNTRIES EXCEPT CANADA. 

Enclose Cashiers Check, Money Order or Personal Check. Allow 14 
doys for delivery, 2 to 7 days for phone orders, 1 day express mail ! 
VISA — MASTER CARD — C.O.D. No C.O.D. to Canada, APO-FPO 


We Love Our Customers 

lj°^ Box 550, Barrington, Illinois 60010 

2 ^ 312/382-5244 to order 
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-SEVENTH-FLEET 


Ed Curtis 


China, for what ever reason, has invaded Viet- 
nam. Despite warnings from its neighbor to the 
north, the Soviet Union, Chinese forces continue 
pressing forward and are even now approaching the 
area of Hanoi. It is at this point that Simulations 
Canada’s new game. Seventh Fleet (SF), begins. 

As might be suggested by the this game’s title, 

SF is primarily an operational level simulation of 
the confrontation between the US Seventh Fleet 
and the now growing Soviet Pacific Fleet set in the 
not too distant future (1995). The cordiality be- 
tween China and the United States has apparently 
continued to grow, as the premise of this game is 
that the Seventh Fleet is preparing to counter the 
threatened intervention by both air and naval ele- 
ments from the Soviet Pacific Fleet. 

The mechanics of SF are very like those of its 
Mediterranean counterpart. Fifth Eskadra. A given 
turn begins with a status update which includes 
such items as the current and projected weather, 
your current number of victory points, the level of 
conflict from last turn, and a request for your rec- 
ommendation for the level of conflict this turn. As 
operational commander, you are given the choice of 
escalating the conflict from the beginning level of 
rising tensions to conventional warfare and from 
there to tactical nuclear warfare and (if things are 
particularly bleak) to operational nuclear warfare. 
Your decision may, however, be overruled by your 
superiors sitting back in Washington or Moscow. 
This can be extremely frustrating when you have 
carefully set your forces for a quick attack while 
your opponent is out of position, only to have those 
*ss#%!@s back in their safe offices tell you that 
conditions do not warrant escalation to what ever 
level you requested. 

From this point, the game proceeds to the fa- 
miliar screen which gives you the options of 
checking the status of your task forces, manipulat- 
ing their makeups and investigate the ETA for your 
reinforcements. This menu also gives you the op- 
portunity to check a very important set of ratings 
for your task force commanders, their reliability 
and initiative. A force commander which has low 
reliability is not very competent and must be con- 
stantly watched or merged into another task group 
with a commander of greater seniority 
(commanding a higher ranked ship). A commander 
of high initiative should also be watched, as he will 
use information you may not have to change his 
destination or ordered mission type. Having to 
constantly monitor a task force is quite hazardous, 
as SF introduces a new factor into their game sys- 
tem; an EMCON rating. Every time you contact 
your task force for information you reduce its 
EMCON rating by 10%. When this reaches zero. 



your task force becomes very easy for enemy forces 
to electronically detect. 

After the forces are organized and movement 
orders are transmitted, the game then enters a pe- 
riod of radio reports from your units. These reports 
might include non-ordered spontaneous attacks by a 
ship or sub, a reported spotting of an enemy ship 
or task group, or the reported detection of a sub- 
marine. It is during this phase that attacks by inde- 
pendent units, such as submarines, are most likely 
to occur. 

This phase is, in turn, followed by a phase of 
intelligence reports. The first of these reports is 
from your respective national command centers. 
Moscow or Washington will give the approximate 
location not long ago occupied by what was proba- 
bly a hostile force. As might be guessed, these 
satellite reports tend to be neither timely nor overly 
accurate. They will at best provide possible infor- 
mation when weather obstructs your own searches. 
This is also the time when you will learn the esti- 
mated time of either the CVN KREMLIN’S depar- 
ture from Vladivostock or the arrival of the CVN 
ENTERPRISE. The next two reports give informa- 
tion as to the locations of ships and submarines 
detected by your own ships, submarines, and air 
elements. Unlike the previous reports, these can be 
accepted with some confidence and may, unlike the 
others, be used in planning air or missile attacks in 
the next phase. The final report gives the number 
of aircraft available this turn and the number de- 
layed for one, two or three turns. 

The last phase gives you the opportunity to 
launch air and missile attacks against targets iden- 
tified in the previous phase. Besides these planned 
attacks, spontaneous missile and ASW attacks may 
also take place at this time. At the end of this 
phase, shore bombardment occurs, the loss of any 
Soviet ballistic missile submarines (SSBN’s) is re- 
ported, and political changes (such as Japan giving 
the use of its forces to the US or withdrawing them 
and declaring its neutrality) are announced. 

SF contains an interesting collection of strengths 
and weaknesses; most stemming from the same 
factor. There is an admitted effort on the part of 
the designers, Nichols and Newberg, to create a 
simulation as opposed to creating a game. When 
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designing a simulation, the space you have and the 
time you have available are concentrated towards 
the goal of creating a final product which, to the 
best of your ability, knowledge, and limited pro- 
gramming space, provides a valid simulation of 
what could actually occur. Designing a game on the 
same subject, the designers would concentrate on 
play balance, ease of play, scenarios, varying dif- 
ficulty levels and as much accuracy as possible in 
the limited space and time available. This is the old 
classic debate of realism vs. playability (what is the 
proper balance between the two). Within the limits 
available (especially when designing for a 48K Ap- 
ple), something has to be sacrificed from the pure 
design as simulation in order to give the final 
product some hope for longevity. The more accurate 
the simulation and the more consistent the initial 
setup, the less time will be required to master or 
recognize as hopeless a given side when playing the 
computer as your opponent. And, four out of five 
of the people who play it will be playing it soli- 
taire. 

In SF, the designers have succeeded in creating a 
very convincing simulation with only one or two 
possible arguments about the projected abilities of 
various weapon systems nine years from now. The 
limited intelligence and the performance of the 
many ships, submarines, and aircraft are two fac- 
tors which the designer’s painstaking efforts have 
succeeded in duplicating in a very convincing way. 
In all, SF is a very good simulation. In terms of 


game design its only strong point is its ease of play. 
The only variability from one game to the next is 
the beginning positions of the forces involved. 

There is no way to handicap it besides playing the 
Soviets when the US beqomes too easy a victory (a 
problem which might have been solved by a factor 
which would alter the reliability and initiative of a 
particular side’s commanders up or down). 

In short, the final product will be enjoyed by 
those dedicated to realism for an extended period 
but to those less interested in an accurate simula- 
tion, SF may not have the staying power of more 
variable computer war games. 

In order to be able to have the memory neces- 
sary to design their simulation, any vestige of 
graphics have been sacrificed to the need to use a 
map and counters. While this works quite well, it 
can be cumbersome. 

SF is the best simulation of operational level 
naval warfare currently available. My only doubt 
concerns its longevity. The third in Simulations 
Canada’s line of operational level naval simula- 
tion/games is projected to cover the North Atlantic, 
and it will be of interest to see if they bend from 
their strict dedication to accuracy of simulation at 
the expense of improving it as a game or, as is 
more probable, try to achieve both by expanding 
from a 48K Apple design to 64K. Which ever their 
choice, it can only be hoped that they continue to 
develop and market titles on the much neglected 
area of naval warfare. 


FROM SIMULATIONS CANADA 

NEW For Your Computer: SEVENTH FLEETi Modern Naval Combat In The Pacific Ocean. For a number of years the 
U,S,S.R. hes been building up Ita navel focee In the Pecific basin as a counter to the U.S. Seventh Fleet. Our 
newest computer game builds on this situation to model current navel strategic operations and confrontation. As 
the aree bursts Into conflict as a result of renewed combet Chine and Viet Nami the forces of the Superpowers 
and their el lies go on alert and begin meneuvering. Outright warfare Is only a matter of time. Design by N. 
J. NIcholSi art by J. Kula. Disk for Apple II or C-64/C-128 systems. 


GOLAN FRONT Is an operational game of the 1973 
Arab / Israeli war In the north against Syria. 
Israel holds a thin line as the Syrian assault 
rolls In. The Syrians must clear the heights as 
the Israel 1 forces struggle to pave the way for 
conterattack. Disk for Apple II or C-bVi 28 
systems. 


FIFTH BSKAORA Is a strategic level game of modern 
naval conflict In the Mediterranlan Sea. The 
players are placed In the positions of the Nato or 
Soviet naval commander for the Med. Each must 
utilize the available forces to gain control of 
the great Inland sea. Disk for Apple II or 
C-64/188 systems. 


BATTLE OF THE ATLANTIC Is a strategic game of the 
struggle In the North Atlantic during WWII. The 
Allied player must stretch to keep the shipping 
lanes open as the Axisi deploys alrf surfacsi & 
submarine forces to starve the Allies Into 
submission. Disk for Apple II or I8MPC systems. 


FALL 6ELB Is a strategic game of the campaign for 
France In the spring of 1940. You are placed In 
control of the Allies or Germany as the Invasion 
of the West begins. Your computer acts as your 
Chief of Steffi sending your orders, providing 
Intelligence, and resolving combat. Disk for 
Apple II or C-64/128 systems. 


SIEG IN AFRIKA Is a game of the campaign In North 
Africa from the first Italian advances In 1940 
through the final battles In 1943, covering the 
armored thrusts and parries across the sands, 
escarpments, and mountains of Eygpt, Libya, & 
Tunisia. Disk for Apple II or C-6V128 systems. 


ORDERING INFORMATION: All computer games are $60.00 
Canadians (Fed Tax & shipping Included], and $63, 
8ncluded]. Please specify the game t1tle[s] desired 
to our address below. 


GREY SEAS, GREY SKIES Is a representation of 
modern naval combat at the tactical level. 
Depicting the surface ships, aircraft, & 
submarines of the world's major powers In a highly 
realistic manner, you struggle for local sea 
control. Disk for Apple II or C-64/128 systems. 

each for Americans (Including shipping), $75.00 each for 
,00 each for purchasers outside North America (shipping 
on a separate sheet and send It, along with your payment. 


NOTE: Purchasers outside Canada should send payment In U.S. funds (meaning Americans can Just write a cheque]. 
Nova Scotia residents must add an extra 10X of the total for Provincial tax. Our disks are Guaranteed. If you 
have problems, return the disk to us and we will send you a replacement. 

SIMULATIONS CANADA, P.O. Sox 452, Sridgewater, Nova Scotia, Canada, B4V 2X6. 
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Survey of Game Manufacturers 

There is intense interest in the ongoing debate concerning the 
merits of the two new 32-bit computers, the Amiga and the Atari 
ST. We feel, as computer game consumers, that the acid test for 
any machine has little to do with its technical merits. The real 
question is, how many games will I be able to play on my 
computer. 


Because of this, and because this is also a turbulent time for 
the older machines as well, we decided to poll some of the major 
computer game manufacturers and ask them the following 
question: "How many games do you plan to release in 1986 on the 
following machines?". Note that the answers in the chart below 
represent more than just titles (ie. SSI is not releasing 46 titles in 
1986) the numbers represent all products on all machines (ie. A 
single title which will be released on three machines equals three 
products in the "totals" column. Here are their answers: 
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Apple 11 

14 

8 

7 

5 

5 

2 

1 

3 

2 

1 

48 

Atari 

8 

5 

2 

1 

3 

0 

0 

0 

0 

0 

19 

Atari ST 

4 

0 

7 

5 

2 

2 

0 

0 

0 

0 

20 

C64/128 

11 

10 

3 

6 

6 

0 

2 

3 

1 

1 

43 

Ami ga 

2 

8 

4 

5 

2 

2 

1 

0 

0 

0 

24 

IBM PC 

4 

5 

7 

5 

3 

1 

3 

2 

1 

0 

31 

Mac 

3 

5 

3 

0 

2 

1 

3 

0 

0 

0 

17 

Total 

46 

41 

33 

27 

23 

8 

10 

8 

4 

2 

202 


Strategic Simulations continues to be the most prolific 
purveyor of computer games. Adventure games will represent a 
larger portion of the SSI line in 1986, confirming the increased 
popularity of role-playing games. 

Electronic Arts is strongly committed to the Amiga. They will 
support the ST if mass merchants begin to carry it. 

Sierra On-Line is "head over heels in love with the ST". Also a 
strong PC emphasis, largely due to relationship with Radio Shack 
and the Tandy 1000 machine. 

Microprose would like to get into fantasy but hasn’t had any 
designs presented to it. They are actively recruiting game 
designers and welcomes game submissions. 

Avalon Hill Game Co. Although Avalon Hill is cutting back 
on the number of titles to be released (compared to past years), 
the titles they ^ release will run on several machines with the 
Apple and C-64 claiming the largest piece of the pie. 

SubLogic will release only two titles this year. Jet and Flight 
Simulator . 

Broderbund is undecided on ST and Amiga, although is 
carrying Mindwalker (by Synapse) for the Amiga. 

Avant-Garde will release primarily sports related titles in ’86. 

Simulations Canada will have only two new titles this year - 
Operation Overload and Stalingrad . 

Strategic Studies Group will release one title - Road to 
Appomattox . SSG is a rarity in today’s environment, it is still a 
one-man programming band; Roger Keating. SSG reports that 
they keep Roger chained to his computer and can expect one new 
game every nine months. 

There is many a slip twixt press release and actual shipping of 
a new game but 1986 would appear to be a good year for gamers. 
The numbers for the ST and Amiga have to be viewed with 
skepticism as most manufacturers are reluctant to commit 
resources until the market smoke has cleared. However, it must be 
reported that more positive comments were made regarding the 
ST. The relative price of the Amiga (for a game machine) and the 
financial condition of Commodore were noted by a number of 
manufacturers as the reasons they were hesitating on the Amiga. 


There does not appear to be the same feeling regarding the IBM- 
PC, despite the cost of a system. The Macintosh library of games 
is growing but not at any great speed, perhaps the new Mac+ will 
spur interest. For the obsessive gamer, Apple and the C64 are still 
the machines of choice. There aren’t many titles you’re going to 
miss with either of these. 
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Do You Know Us? 

If you’re into board wargaming, you probably do. For 10 
years we’ve been number one in historical accuracy and in- 
novative design. Our games have won every award from the 
Charles Roberts to the Games 100. We know history and game 
design better than anyone else in the business. 

But Do We Know Computers? 

You bet we do. Take a look at Chickamauga: it uses the 
Atari’s capabilities to their fullest, from player-missile graphics 
to joystick. Of course, it’s written entirely in machine language. 

In September of 1863, the Confederate Army of Tennessee, secret- 
ly reinforced from Virginia by Longstreet’s Corps, reversed its 
retreat to attack the pursuing Union army near Chickamauga Creek. 

The battle that followed was one of the hardest fought and most even- 
ly matched of the Civil War. 

You command a Union or Confederate army of 50,000 men: 
brigades of infantry or cavalry with attached artillery. The computer 
keeps track of each man and gun, along with changing unit morale, 
fatigue, and communication status. You can give your army orders 
(8 different types) with surprising ease, with keyboard or 
joystick. Orders include march and cautious moves, fire. Game Designers' Workshop 

melee, rest, fortify, etc. Both sides’ movement and com- P.0, Box 1646° 

bat are shown simultaneously on a strategic display. Bloomington, Illinois 61702-1646 


2 PM CONFEDERATE- 3 

C*‘ zei«; Score 1J63; C-'8 ~ ; 



A section of the battle map. The player is ready to move Law's 
Brigade of Hood’s Division. Longstreet's Corps (the white X). 


^Unprecedented re.search and historical detail. 

★ Amazing ea.se of play. 
teTactical and strategic maps. 

★ Computer plays either side at three skill levels. 

★ Save game and play by mail options. 

★ Simultaneous hidden movement— limited intelligence. 

★ Alternate scenario starts on the battle’s 2nd day. 

$35 disk for Alori computers with at least 48K and one disk 
drive. If there is no store in your area, you can order direct 
from GDW. Aid $1 per name for handling. 





BATTLE 

OF 

ANTIETAM 



by William H. Harrington 

It began with a thoughtless mistake, when Lee’s 
campaign orders, lost by some forever nameless 
Southern officer, fell into Union hands. It would 
end with a Confederate defeat that saved the Union 
but condemned the nation to nearly three more 
years of bitter war. Robert E. Lee and his leg- 
endary Army of Northern Virginia sought to invade 
Maryland and end the War for Southern Indepen- 
dence, on northern soil, with the final defeat of the 
Union Army. The result was what most consider to 
be the bloodiest battle of the war. 

In the North, Abraham Lincoln and the hard 
pressed Union Army, reeling from incompetent 
leadership and a stinging defeat at the hands of 
Lee’s incomparable veterans turned once again to 
the star crossed man who had single handedly cre- 
ated the Army of the Potomac and who, until the 
end of their days, was perhaps the only commander 
these men in blue genuinely loved, George B. Mc- 
Clellan. Always brilliant but often indecisive, he 
never it seemed able to strike the final blow against 
the South. He would have one last chance to grasp 
the promise that had always eluded him and save 
the Union. By a meandering steam that gave the 
battle it’s name Lee and McClellan fought the great 
Battle of Antietam. 

SSI’s Battle of Antietam (BOA) by David Landry 
& Chuck Kroegel recreates this desperate battle on 
your favorite Apple II, Atari or Commodore 64 and 
marks a long awaited return by the folks at Moun- 
tain View to the Civil War. Let’s just say it was 
worth the wait. BOA’s packaging is the now stan- 
dard SSI game box, the cover depicting Union 
troops of General Hooker’s valiant I Corp and 
Stonewall Jackson’s Confederate veterans battling 
for the infamous "Corn Field". Inside you’ll find a 
double-sided game disk, a multi-colored laminated 
map of the battlefield, and one of the most com- 
plete manuals to be found in computer gaming. 

And we do mean complete! From a special intro- 
ductory section labeled "Quick Start Rules" for be- 
ginners to an extensive explanation of rules and 
game options for the veteran the manual goes on to 


provide complete combat resolution tables. Order of 
Battle, maps of the development of the "historical" 
battle and even a compelling narrative by Robert 
Billings of the actual struggle. The manual’s gray 
text and blue subject headings contributes the final 
touch! 

BOA is a "Grand-Tactical" simulation. The scale 
is brigade level with each demi-brigade under it’s 
historic leader faithfully recreated according to unit 
strength, weaponry, moral and experience. Game 
play may be either two-player or solitaire with the 
computer able to play the role of either Union or 
Confederate commander. Be warned however, the 
solitaire player is a challenging opponent and capa- 
ble of fairly sophisticated play. As the Confederate 
player it will play a sound, conservative, game 
challenging the Union forces when necessary. As 
the Union player it tends to be aggressive, giving 
priority to "objectives" rather then enemy units. 
Games can of course be saved in progress. You will 
not finish BOA in one evening. 

BOA is also a game for everyone, from tender- 
foot to veteran. It includes a basic, introductory 
game with simplified rules and game play, an in- 
termediate game with more sophisticated options 
and for the dedicated gamer an advanced game that 
allows for detailed command and control capabili- 
ties such as unit integrity, brigade and divisional 
command control tracing, leader replacement and a 
not a few late nights. 

The gaming system created by Landry and 
Kroegel however goes far beyond simulating only 
the battle and its participants. From fog of war to 
McClellan’s indecision, gamers may elect a series of 
options designed to recreate the "feel" of Civil War 
command and the unique problems of 19th Century 
combat. The "Unit Activation" option for example 
simulates all too realistically McClellan’s piecemeal 
assaults on the numerically inferior Confederate 
forces. In addition players may chose to exercise 
hidden movement and have opposing units appear 
on the map board only when sighted by friendly 
forces. Gamers may even elect a time limit during 
game turns to issue orders. This last option may 
simulate the pressures of command amid the con- 
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fusion of battle but it is definitely not recom- 
mended for the high blood pressure crowd! 

The graphic system employed in BOA is both 
detailed and clearly designed to support the gaming 
system. The on-screen battlefield is a scrolling 
window on a larger invisible 42 by 36 square grid, 
each square representing 200 yards on a side. That’s 
right, there isn’t a "hexagon" to be had for love or 
money. Landry and Kroegel have elected to aban- 
don the memory hungry hex movement system 
borrowed from board games and substituted a com- 
puter algorithm to control movement. That extra 
memory in BOA’s case has led to a richly detailed 
game and display system. The terrain includes the 
town of Sharpsburg, streams, fords, woods, corn- 
fields, roads and bridges, each in detailed, hires 
color. 

Combat Units in BOA are depicted, in the basic 
game, as either standard icons, or figures repre- 
senting the three major unit types. Infantry, Cav- 
alry and Artillery. In the Intermediate and Ad- 
vanced Games traditional military symbols (i.e. bars 
for infantry, circles for unlimbered artillery etc.) 
can be used. Using the traditional symbols, players 
can determine unit facing and deployment at a 
glance! And if you’ve ever poured over those richly 
detailed pen & ink battlefield maps that have em- 
bellished Bruce Cotton’s superb histories of the 
Civil War then BOA’s symbols will be history come 
to life. 


sense of realism is further heightened by current 
statistics at the beginning of each hourly turn of 
killed, wounded and even "missing in action". Dur- 
ing game turns each player’s units may be acti- 
vated, deployed, change facing and travel mode and 
of course perform both offensive and defensive 
fire. At the beginning of the turn players simply 
select a unit, its direction, movement mode, column 
or normal for infantry say, and begin to trace a 
particular unit’s movement orders. Terrain, the 
proximity of enemy units, movement modes etc. 
will determine how far they can actually move. The 
movement of masses of often green, raw recruits 
was a major problem for Civil War Commanders. 
BOA captures the tactical flavor of Civil War com- 
bat with a variety of movement and deployment 
options. Infantry Units may have improved mobil- 
ity on the battlefield by selecting movement in 
‘column’, rather then ‘Normal’ mode but suffer 
heavy casualties if under fire and caught ‘in col- 
umn’ on ,say, a road or bridge. You will need to 
learn to maneuver your brigades to insure their 
combat effectiveness. 

Close Order Drill, that bane of every soldier in 
boot camp was more then a parade ground pastime 
in the Civil War. In BOA the gamer is allowed to 
select any one of eight ‘facing’ positions, critical to 
directing Unit fire and determining line of sight. In 
addition units may melee, or close assault opposing 
units. After all units have been deployed and fire 
and melee plotted the computer resolves combat. 
Fatigue takes it toll as surely as the enemy mini- 
balls and shells, units may break under fire if they 
fail and even rally if conditions warrant. It is fair 
to point out that this extensive combat resolution 
takes some time and an accelerator card would be a 
welcome addition to game play. That aside the re- 
sult is a game system that is both easy to use and 
learn while making possible a wide range of so- 
phisticated game options without sacrificing playa- 
bility. 

SSI and the authors have created more then a 
first rate grand tactical simulation of one of the 
most critical battles of the Civil War with BOA. 
They have captured some of the look and "feel" of 
Civil War combat, and it shows. 


The Game System in BOA is based on distinct 
phases including Unit Activation, Command Con- 
trol, Recovery/Rally, Reinforcement and Opera- 
tions. But just maybe the most revolutionary fea- 
ture Landry & Kroegel have incorporated in BOA 
is on-line Help Menus! Imagine, no more fumbling 
through the manual hunting up obscure commands 
or coffee stained, dog eared command cards! After 
all your word processor is probably simpler to learn 
then most strategy games you’ve played! Makes you 
wonder why someone didn’t think of it a long time 
ago! 

Game play in BOA begins at dawn, 6 AM, on 
the battlefield of Antietam. Each game turn in 
BOA represents a single hour of real time. The 


35 





GREGG WILLIAMS 


The Atari 1040 ST 

The big news in January was 
the introduction of the Atari 
1040 ST. Tramiel, for all his 
faults, has created a computer 
that breaks an important price 
barrier--the first computer with 
a megabyte of memory (1024 K) 
for under $1000! The Atari 1040 
ST sells for $999 with a 
monochrome monitor and $1199 
with a color monitor. It includes 
an internal power supply and 
internal double-sided 720 K disk 
drive, a full 1 megabyte of us- 
able memory (the TOS operating 
system that ate up much of the 
520 ST’s memory is in ROM on 
the 1040 ST), an RF modulator 
(so you can hook it up to a color 
TV set), and Atari BASIC and 
Logo. 

At the moment, the only ad- 
vantages to having a 1040 ST are 
that you have more space for 
BASIC and Logo programs and 
that the unit boots up much 
faster (in about 5 seconds). The 
real advantage will come when 
someone writes some software 


that really takes advantage of all 
that memory. 

Atari will continue to sell the 
520 ST, but they’re unbundling 
the $800 package to $300 for the 
computer, $200 for the disk 
drive, $200 for the monochrome 
monitor, and $400 for the color 
monitor. You can now use the 
520 ST with a color TV, too, 
which means that you can buy a 
working 520 ST system for $500. 
All this is hard to imagine for 
someone whose first computer 
cost $700 and had cassette stor- 
age and 16 K of memory, but 
it’s sure a lot of fun! 

At Long Last, Fooblitzky 

Now I finally have the room 
to talk about Fooblitzky, a game 
that I first saw a prototype of in 
(I think) 1983 during a visit to 
Infocom. This game is notewor- 
thy in two ways. First, it’s a 
multiplayer game with some 
graphics (from a company best 
known for its solitaire puzzle- 
oriented text adventures). Sec- 
ond, it’s not out on the market 


yet but is (by the time you read 
this) at the tail end of a six- 
month test promotion to regular 
Infocom customers. 

I shelled out $39.95 for the 
game, sight unseen, largely be- 
cause I’m very involved in 
multiplayer games — but also be- 
cause, if the game is never (God 
forbid) officially released. I’ll 
have a real collector’s item. 

I love multiplayer games. 
Solitaire games are wonderful to 
have around, but nothing beats a 
well-designed game that im- 
merses (and brings together) 
several people in the cozy soup 
of human interaction. My fa- 
vorite multiplayer games are 
M.U.L.E. (an Atari game from 
Electronic Arts — one of the best 
games ever designed) and Cosmic 
Encounter (a multiplayer board 
game). Fooblitzky isn’t as inter- 
active as these two games, but 
it’s still a fun way to spend time 
with a few friends. Like many of 
my favorite games, it has a 
whimsical premise, a definite 
element of luck, and delightfully 
unexpected turns of fortune. 

Fooblitzky requires two to 
four players (no solitaire option, 
unfortunately) and includes four 
folding workslates and erasable 
markers. Each workslate contains 
a replica of the on-screen play- 
ing board and an area for keep- 
ing notes. You play using your 
Atari and either one joystick or 
the keyboard. The software (not 
copy-protected, by the way) is 
the electronic equivalent of pa- 
per maps, dice, and plastic to- 
kens- -the Atari shows you the 
board, sets up the hidden por- 
tions of the game, and tells you 
what you’re entitled to know. 

As advertised, Fooblitzky is 
very much like a cross between 
Mastermind and Clue. At the be- 
ginning of the game, each player 
secretly chooses one item from a 
list of 18 (the computer chooses 
for any absent player positions). 
The object of the game is to 
discover what the four secret 
items are and get them to a 
checkpoint. Checkpoints are 
maddening because they tell you 
how many correct and incorrect 
items you have, but not which 
items are which (this is where 
the game resembles Mastermind). 
Deductions you make from ob- 
servations about where certain 
items are and aren’t provide the 
resemblance to Clue. 
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Playing Fooblitzky 

Several things influence your 
actions during the game. You 
may get sent to the hospital if 
you cross a dangerous street in- 
tersection, you can buy or sell 
items at the pawn shop, and, if 
you’re on the street at the end of 
your turn, you may get "flashed" 
by the Chance Man, who may do 
you a favor or really mess you 
up. If you’re sufficiently sneaky, 
you can also "bump" an opponent 
and grab some of his or her 
items. If you run out of money 
(called "foobles"), you can earn 
some more by washing dishes in 
a restaurant. 


Fooblitzky uses a highly styl- 
ized "doggy" motif throughout 
the game (for example, their one 
ad promises that "this is one 
game that’s really going to bow 
wow you"). The game board 
represents the town of 
Fooblitzky, with its shops, side- 
walk squares, and crosswalks 
(some of which, from move to 
move, become dangerous to 
cross). The city is divided into 
four quadrants, each of which 
has six stores (drug, grocery, 
hardware, pet, sport, and toy 
stores). Each store sells three 
items — for example, the pet store 
sells fish, snakes, and pigs. Each 
item costs either 4, 8, or 16 
foobles, and there is one item of 
each price in each store. (At the 
beginning, the computer tells you 
the prices of the four secret 
items. If the items cost, say, 4, 4, 
16, and 16 foobles, you can au- 
tomatically ignore the six items 
that cost 8 foobles each.) You 
can carry only four items, so you 
must sometimes discard an item 
to be able to pick up another 
one- -and woe is you if you dis- 
card the wrong item! 

The Importance of Being 
Watchful 

It gets complicated: at the be- 
ginning of the game, each store 
in each quadrant has one of each 
item- -except that one of the 
four copies of an item is re- 
moved if it is chosen as a secret 
item. (This means that, if you 
walk into a store that nobody’s 
been in and the item is missing, 
it’s one of the four secret items.) 
Items stolen by the Chance Man 


or given away to Charity Central 
appear randomly in pawn shops 
(this makes things difficult in a 
four-player game, when there 
are four players and only four 
copies of a given item). If you 
get tired of running around 
town, you can either take the 
UGH (Underground Highway) or 
you can call a distant store from 
a phone booth. 

I don’t have the room to ex- 
plain some of the finer details 
(like what happens when two 
players choose the same item), 
but you get the idea. The game 
goes to the player who takes 
good notes, has some good luck, 
and is careful enough make ab- 
solutely no wrong inferences — 
one wrong inference can severely 
damage your chances of winning. 

Fooblitzky was designed by 
Michael Berlyn, Brian Cody, Poh 
Lim, and Paula Maxwell. It was 
originally started by Berlyn 
(who’s no longer with Infocom) 
as an exercise to see if it was 
possible to write games with 
graphics that can easily be 
moved to different computers 
(which is Infocom’s trademark 
with its text adventures). The 
answer is a qualified yes. 
Fooblitzky currently runs on 
Apple, Atari, and IBM comput- 
ers. The game makes occasional 
sounds and uses graphic images 
(nicely designed by Maxwell), 
but the moving graphic images 
are jerky and slow; fortunately, 
both sound and graphics are or- 
namental and can be tolerated. 
Mike Berlyn says that Infocom 
has removed some of the satirical 
aspects of the game as he de- 
signed it; given his sense of hu- 
mor and sharp wit (as seen in his 
adventure Planetfall), that’s our 
loss. 

Fooblitzky is an interesting 
game that is a moderate but not 
overly taxing workout of brain 
cells- -it’s not Pac Man, but 
(fortunately) it’s not chess, ei- 
ther. It has numerous game op- 
tions, and the mechanics of play 
are well engineered. I like it, 
especially when you have three 
or four players. I don’t know the 
eventual status of the game, but 
you can order it from Infocom’s 
mail-order service at 800-262- 
6868. If all goes well, perhaps 
Infocom will eventually design 
more multiplayer games. 

That’s all for now. Until then, 
remember--he who laughs, lasts. 


AATARI 

#Atari 130XE Computer S144.95 Pastfinder (R) S14,95 

#Atari 850 Interface ... 109.95 Preppie II 11.95 

‘Raid Over Moscow .... 27.95 Protector II 14.95 

Alternate Reality 27.95 Racing Destruction Set , 24.95 

Archon II: Adept 24,95 Rambrandt 17.95 

Atariwriter + 39,95 Sealox 14.95 

Aztec/ Datamost 16.95 Silent Service 23.95 

Ballyhoo 27.95 Six Gun Shootout 27.95 

Champnshp Lode Runner 22.95 Sky Blazer 11.95 

Colonial Conquest 27.95 Spy Vs. Spy Island Caper22,95 

Colossus Chess 3.0 14.95 Super Cobra- (R) 19,95 

Computer Quarterback. . 27.95 Temple of Apshai Trilogy 28.95 
Covox Voice Master .... 64.95 The Cosmic Balance. . . . 22.95 

Cytron Masters 16.95 The Shattered Alliance . 16.95 

Galahad. & Holy Grail . . . 13.95 U.S.A.A.F 39.95 

Goonies C64/AT 22.95 Ultima IV 41.95 

Gunship 24.95 XM301 Modem 39.95 

Hacker 19.95 Zenji (R) 14.95 

Karateka 22.95 Zorro C64/AT 22.95 

Lode Runner's Rescue . . 22.95 Bratacus (520ST) 33.50 

Maxi Golf 22.95 Degas (520ST) 33.50 

Microleague Baseball. . , 28.95 Forbidden Quest {520ST) 33.50 

Nam 28.95 Kings Quest II (520ST) . . 33.50 

One on One 24.95 Lands of Havoc (520ST) 17.95 

P.Q. Party Quiz Game . . . 19.95 Print Master (520ST) . , . 29,95 
P;R; Connection 64.95 Sundog (520ST) 31.95 


Send S1.00 (refundable) for Atari Catalog 

NOTE: Special Shipping Charges. #-S5.00. #f»-S8.00. »fr#-S15.00, 

"Call for availability 

For IBM prices contact Dept. X15 


M ars Dept. aii 

ERCHANDISING 15W615 Diversey 
(312) 530-0988 Elmhurst, IL 60126 

Add $3.00 shipping per order in Continental U.S. COD, $2.50 
extra. IL Resicients add 6 1/4% Sales Tax. Due to our low prices, 
all sales are final. All defective returns must have a return 
authorization number. Prices & availability subject to change. 
No credit cards accepted. 

FREE CATALOG WITH ORDER 
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I ® game . . . 
TRODART" REALTIME 

OVer the PHONE 
TRODART is a two player WAR GAME 
that provides the challenge of a strategy 
game with the action that only ^EAL 
TIME can provide. The object is to cap- 
ture the enemy base while defending your 
base. NO LIMIT to the amount of 
simultaneous action! NO WAITING for 
the other side, its REAL TIME ! 

REAL TIME over the telephone? That’s 
right, TRODART’s unique algorithm 
allows two independent computers to ex- 
ecute the same program in synchronization 
with each other. Therefore, since the proc- 
essing is local to each computer, there is 
no slow down in action due to the 
modem’s speed limitation. 

Since TRODART is played on two com- 
puters, the competition cem be anywhere 
you can call. Also, you are always the good 
guy, and the other player is always the bad 
guy (TRODART inverts coordinates from 
the other machine), therefore, no matter 
which machine you play on, your home 
base is always in the lower left corner. 

TRODART requires an IBM -PC (or 
compatible) or TI-PRO with MS-DOS 
2.1, 128k of memory, one floppy disk drive 
and a 300 baud modem. With IBM -PC — 
not recommended for use with mono- 
chrome board. When ordering please specify 
either IBM -PC or TI-PRO computer. 

For Ordering Only : 

Call toU free: 1-800-643-9039, x 119. 

(In Tfexas; 1-800-392-6273, x 119, 

$39.95, add $2.45 sales tax.) 

VISA /MASTERCARD accepted. 

For additional information, write: 

□□UJhile 5227 Shady Oaks Ln. 
SoftkiJarE Friendswood, TX 77546-3019 

Circle Reader Service #27 
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Hello and welcome to Over There! , the 
column that gives you all the latest views 
and news going on in England. 

First of all, thanks to all of you who 
have written to me with your opinions and 
views on the state of software being re- 
leased. As I said before, the more com- 
ments I receive from you the readers the 
more I can make this column interesting, 
so get out your pens or word processors 
and send all letters to me, Leslie B. Bun- 
der at the following address , 50 Riverside 
Close, Cuckoo Ave., Hanwell, London W7 
IBY England. Don’t forget to send the 
letters airmail. If you don’t, it will take 
months for your letter to reach me. If you 
wish a personal reply enclose two interna- 
tional reply coupons and you’ll hear from 
me. If I think your letter is good and you 
mention what computer you own. I’ll even 
send you an English game for your com- 
puter, can’t be fairer than that, can I? 

The last time I wrote, I mentioned that 
Commando games were the big craze, this 
time I was hoping to tell you about an- 
other big craze in computer games but I 
couldn’t find one!! So what I’ll do is men- 
tion some of the better computer games 
around and if you want further informa- 
tion the address of the software house will 
appear at the end of the column. Don’t 
forget the international reply coupons if 
you want the information. 

The Game of the Month has got to be 
Back to the Future from Electric Dreams. 
'Back To The Future’ is very closely based 
on the film of the same name in which you, 
as Marty McFly, must get your future 
mom, Lorraine to fall in love with your 
future dad, George. If you don’t, poor ol 
Marty won’t be around. The game features 
the hit song of ‘The Power Of Love’ which 
comes across quite well. Colors and back- 
drops are very well used and are based on 
some of those shown on the film such as 


the school and Doc’s house. 'Back To The 
Future’ runs on the Commodore 64/128, 
All Amstrad and Sinclair Spectrum 
48/128. 

From Melbourne House, the company 
who brought out the excellent Karate 
game 'Way To The Exploding Fist’ comes 
Rock’n Wrestle which, as the title sug- 
gests, is a wrestling game. The object of 
the game is quite simple, just play against 
a friend or the computer and pin your op- 
ponent to the ground till he submits. This 
is a great game, the graphics are large, 
colorful and smooth, while the sound ef- 
fects are really atmospheric, you can 
nearly feel the pain of losing. Did I say 
losing, well it’s more than likely you will 
against the computer when you’ve got 
players like... well check out the game and 
you’ll find out. ‘Rock’n Wrestle’ runs on 
the Commodore 64/128, All Amstrads and 
Sinclair Spectrum 48/128. 

If you like Trivial Pursuit, you’ll be 
glad that a company called Anirog have 
brought out a game called Trivia which 
has 1400 questions on 6 different topics. 
‘Trivia’ runs on the Commodore 64/l28, 
Commodore C16, Commodore Plus 4, All 
Ataris, All Amstrad and Sinclair spectrum 
48/128. 

From Elite Systems, comes two more 
arcade conversions following on from the 
successful Commando games: Bomb Jack 
and Ghost ’n’ Goblins . The games are very 
closely based on the arcade versions and 
run on the Commodore 64/128, all Am- 
strads, and Sinclair Spectrum 48/128. 

‘V’ the TV series has now been turned 
into a computer game from Ocean. You 
play the role of Michael Donovan who 
must seek and destroy the enemy alien 
Mothership. The game features cartoon 
like graphics and is quite fun to play. ’V’ 
runs on Commodore 64/128, All Amstrads 
and Sinclair 48/128. 


STOP PRESS. . . 
LATE NEWS. . . 
GOSSIP. . . 


In England and Europe, the game Star 
Rank Boxing has been renamed Barry 
McGuigin World Championship Boxing 
after the boxer of the same name. 

The Official Game of the Super Bowl 
has been released by Ocean for the Com- 
modore 64. 

Zoids is a computer game based on the 
toys from Martech and speaking of toys. 
Transformers is now a computer game 
from Ocean. 

At last, Fred Flintstone has been 
turned into a computer game called Yabba 
Daba Do from Quicksilver which runs on 
the Commodore 64. 

After the Hunchback arcade games, 
comes the Hunchback adventure from 
Ocean. 

Finally, be on the look out for any 
games from Firebird especially the Hot and 
Gold games. They are well worth a look. 

Software Houses 


Elite Systems Ltd., Anchor House, 
Anchor Road, Aldridge, Walsall, West 
Midlands, U.K. 

Ocean, 6 Central Street, Manchester 
M2 5NS, U.K. 

Quicksilver, Liberty House, 222 Regent 
Street, London WIR 7DB, U.K. 

Anirog Software, Unit 10, Victoria In- 
dustrial Park, Victoria Road, Dartford, 
Kent, U.K. 

Martech, Martech House, Bay Terrace, 
Pevensey Bay, East Sussex BN24 6EE, 
U.K. 

Electric Dreams, 31 Carlton Crescent, 
Southampton, Hampshire SOI 2EW,U.K. 

Melbourne House, Castle Yard House, 
Castle Yard, Richmond TWIO 6TF, U.K. 
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puter Gaming World. IB. Publication 
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fice Use, Spoilage (Avg.) 500: (Actual) 

575; 2. Returns: (Avg.) 800; (Actual) 651. 
G. Total: (Avg.) 12,000; (Actual) 12,975. 
Statement filed at Anaheim CA 92803 
(based on Sept. -Oct 1985 issue). 
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NEW KID ON THE BLOCK 

Accolade is a new software company, 
but the people there are not new to com- 
puter games. Alan Miller and Bob White- 
head worked at Atari and later went on to 
form Activison with two others. The new 
company carries on the tradition of quality 
computer graphics. One look at the new 
releases and one is awed with the images 
they are able to produce. They are 
"movie-like" in appearance and play. 
Movement from one screen to another is 
quick. The games are fun and impressive. 

Law of the West is interactive western 
with you playing the sheriff. You must in- 
teract with various people around town. 
Try not to be too quick to use your gun; 
most interaction is peaceful. But every so 
often a bank gets robbed or someone in- 
sists on testing your reputation. This game 
is not very challenging, but a whole lot of 
fun. 

Hardball is the best graphic game of 
baseball yet. It contains all the elements of 
real ball with full joystick control. You 
make ALL the strategic decisions of the 
manager and ALL the moves for each 
player. Sounds complicated, but it is really 
easy. For a fun game of baseball at home, 
this one is what all the others tried to be. 

The Dam Busters is a simulation of a 
British Lancaster bomber mission to de- 
stroy three German power dams. You play 
the roles of all aboard the plane (pilot, 
navigator, bombardier, and gunner). The 


graphics are again, excellent. Game play is 
relatively easy. The game is one of reflexes 
and shoot 'em out of the sky. 

Some of the other new games from 
Accolade to look for are PSI 5 Trading 
Company , a space freighter management 
game, and Fight Night , a boxing con- 
struction set with emphasis on fun. 

PLAY IT AGAIN PAUL 

Paul Whitehead was a chess master at 
15, a U.S. Junior Champion at 17, and 
then an American Open and Class Cham- 
pion. Now in his twenties he enjoys 
teaching chess. He has joined with a very 
skilled programmer to produce Paul 
Whitehead Teaches Chess from Enlighten 
Inc. The program is designed to teach even 
an absolute beginner how to play chess 
skillfully. The concepts taught are useful 
to even the middle level player. 

The tutorial program is very nicely 
charted and numbered so that you can 
easily cover the elements of chess that you 
are interested in learning. The program 
covers all aspects of chess from the basic 
beginning elements on through tactics and 
strategy of openings, middlegame, and 
endgame. You can easily review what you 
have learned or jump to another area en- 
tirely. The graphic display is very colorful 
with the chess pieces very nicely defined. 

A tutorial help screen is always available 
at the press of a key. 

Also included with the tutorial pro- 
gram (two disks) is a disk with "The Cof- 
fee House Monster", a chess opponent pro- 
gram by International Master Julio Ka- 


plan. You can play a new game or one of 
the tutorial boards. You can even setup 
your own boards with your favorite chess 
problems. It has nine levels of play. You 
can play human against human, human 
against computer, or even computer 
against computer. You can replay or 
printout the moves, exchange sides, force 
the computer to move or take back a 
move. A play help screen is always avail- 
able if you forget a command. 

There were some minor elements of the 
programming that I found objectionable, 
but overall the program is an excellent 
way to learn about the game of chess. The 
tone of the tutorial is very understandable. 
This program is highly recommended. 


AMIGA PREFERENCES 


The initial wave of games for the 
Amiga has recently turned to a ripple. The 
early flood from Infocom, now includes all 
titles. Even their largest game, A Mind 
Forever Voyaging , loads entirely into the 
Amiga’s memory. With the release of Bal- 
lyhoo . a circus mystery, Infocom has in- 
troduced a new concept to computer game 
marketing. They have made available a 
limited quantity of signed and numbered 
copies of the game that can be purchased 
directly from Infocom. This offering was 
made to subscribers of the New Zork 
Times. 

Brataccus from Psygnosis Limited in 
England was released by Mindscape. 
(Versions also for the Fat Mac and Atari 
520ST). This game truly represents the 
"lowest common denominator" software 
syndrome, in that it takes little advantage 
of the Amiga's features. Use of sound and 
color are minimal. Brataccus is a graphic 
adventure in which you seek evidence to 
clear yourself of crimes you are thought to 
have committed. In the course of your ef- 
forts you must defend yourself from hostile 
guards and villains. The game takes place 
on a colonized asteroid. Movement using 
the mouse or keyboard takes some prac- 
tice. The game is well documented. 

AmigaBasic from Microsoft, the BA- 
SIC that comes with the Amiga, is very 
powerful. To fully illustrate this, Jenday 
has released Conversation With A Com- 
puter by Gil Dodgen. Aside from using 
computer speech (standard on the Amiga), 
there are three activities; memory test, 
number puzzle, and a "pegboard" game. 
The program contains over 2000 lines of 
BASIC code. The excellent manual ex- 
plains what the code is doing. It gives 
coded examples of nearly all of the pow- 
erful features of Amiga BASIC. This 
"game" is more of a learning tool than a 
true game. 

Software Golden Oldies from Software 
Country (and distributed by EA) has been 
enhanced and released for the Amiga. It 
offers conversational versions of the origi- 
nal Adventure game and Eliza. Pong 
comes in the original black and white or 
with special variations in any of 4096 col- 
ors. The game of Life is very nicely en- 
hanced with menus and use of mouse. 
These versions of four true classic games 
are like having a classic '57 Chevy with a 
digital dashboard and CD player. 
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Rick Teverbaugh 


Put up your dukes and prepare to defend 
yourself. If you thought you had to fight your way 
through this column every issue in the past, you 
ain’t seen nothing yet. 

Over the next several paragraphs. I’m going to 
try and cover six boxing games and five karate 
contests which should more than release any 
hostilities you might be harboring from the rough- 
and-tumble outside world. So let’s tie on the gloves 
and come out fighting. 

Title Bout (Avalon Hill; Atari, Commodore) 
Certainly the grandpa of the historical simulation 
games of pugilism. Before we get to the game and 
its many qualities, the first stunning fact that sets it 
apart from all the others are the number of boxers 
included. Over 500 come on the disk and you have 
the ability to increase that number to well over 600 
with fighters you rate yourself. 

The rating process isn’t that difficult, especially 
if you have any familiarity with the board game of 
the same name. In fact, purchasing boxing card 
updates for AH is the best way to always keep this 
game current. 

James and Thomas Trunzo created the game 
with a steady and loving respect for the sport. But 
in truth, neither was extremely thrilled with the 
original Atari version of the game. Probably the 
most universally hated aspect of that version was 
the ’conversation’ between the fighters in the ring 
during the match. Thankfully that has been 
removed from the Commodore version. 

What remains is a solid, if sometimes hard to 
follow, boxing game that can provide hours of 
enjoyment and realistic results. Of course, not 
every match will be one by the favorite, but that’s 
realistic too. The reason that I call the game often 
confusing is that at the end of each round and 
before the fight, you are given a large array of 
facts and figures about your fighter. These can be 
very handy when selecting what strategy best suits 
him for a particular round. But all the figures are 


coded with abbreviations that aren’t easily 
remembered. A well-written set of instructions will 
become dogeared by the time the memorization is 
complete. 

You control how many rounds and whether the 
game will have two humans in control or whether 
the computer will fight one side. The computer is a 
fine, if often predictable, manager. It will still be a 
tough chore to take a patsy like Alfredo Evangelista 
and beat Muhammad Ali. 

Graphically, the game won’t astonish you but it 
will impart enough information and action to let 
you imagination fill in the gaps. Overall, this is the 
boxing game that gets the most play in my ring. 

Ringside Seat (SSI; Apple, Commodore) Many of 
the things that can be said good about this entry 
are echoes of positives mentioned above. Ringside 
Seat is very similar to Title Bout. 

However, it is superior in two ways. One, you 
can create as many boxers as you’d like because all 
you need is a blank formatted disk, where Title 
Bout must use the disk that comes with the game. 
Secondly, Ringside Seat tells you in common fight 
terms the condition of your fighter and doesn’t 
hide it in complex codes. 

But there also are some strong disadvantages. 
Graphically, the game is a bit harder to follow 
because the figures are more stick-like and much 
smaller than in Title Bout. Part of the reason for 
that is the large amount of information passed 
along in running commentary during the bout. 
Another disadvantage is the limited number of 
boxers (50 to be exact) rated for the game. There 
are also no supplemental disks with additional 
boxers available from SSI, an unusual occurrence 
for an SSI sports game. 

Overall, the game has just as believable results 
as anyone, but getting there just isn’t quite as much 
fun.. 

Championship Boxing (Sierra; IBM, Macintosh, 
Commodore) If options were the only things needed 
to make a great game, this one would be the best 
game in the world of any genre. If great graphics 
were the most important consideration, then this 
game would be heavyweight champ! 

But if feeling like real boxing is a consideration, 
this game should throw in the towel. I know some 
of your might think I’m being too hard on this 
relative newcomer but let me give you some facts. 

I’ve played 42 bouts using almost every 
historical combination you can muster with the 
boxers included in the game. Of those 42, none (as 
in zero) ever went past eight rounds. Even the 
lightest punchers against the best defensive fighters, 
still produced knockdown after knockdown, 
followed by TKOs and KOs. 

I’m sorry, but I just don’t believe that if 
Muhammad Ali, in his prime, and Larry Holmes 
would have met, that Ali would have knocked 
Holmes down three times and Holmes knocked Ali 
down once - in the first round. 

The game does have some whimsical moments, 
like when you can create a kangaroo as the graphic 
image for one of your fighters. But if you expect 
realistic results from this game, at least the 
Commodore version I tested, the joke’s on you. 

Star Rank Boxing (Gamestar; Commodore) My 
belief in sports games is that if they feel like the 
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sport, they must be pretty good. But if they get 
your personally involved in the game as well, they 
must be great. Star Rank does both and I have no 
qualms about calling this a great game. 

First of all, the game doesn’t recreate any real 
boxers. You create your own boxing personna and 
then take him from the lowest ranking to perhaps, 
a shot at the title. Nearly 20 ring veterans stand in 
the way, so you’ll need plenty of patience and lots 
of training to move up the ladder. 

After you’ve made all the decisions, about his 
personality, trunk color, hair color and skin color, 
you pick an opponent either one or two steps up 
the ladder from your position and then pick what 
areas you need the most work in the number of 
weeks prior to the bout. 

Once fight day rolls around, you’ll need quick 
reflexes, stamina and a watchful eye on your 
boxer’s condition to come out a winner. The 
joystick is used to control the movement of the 
fighters. You’ll find the graphics quite a bit above 
average and the animation second only to 
Championship Boxing. After three of four matches 
with your fighter, if you’re not totally involved 
with his progress and don’t look forward anxiously 
to each and every fight, then boxing games are 
obviously not your bag. 

Pro Boxing (Artworx; Commodore) There aren’t 
as many options in this game, either in creating an 
individual boxer or in possibilities once you’ve 
entered the ring, but as a new entry, the game 
packs a solid punch. 

Basically it’s just you against the computer or 
another human, with each having fighters of 
identical capabilities. The game has a bit more ring 
movement possible than Star Rank, but the variety 
of punches is much more limited. Artworx is 
putting this out under its budget PX line. For those 
of you who aren’t really sure whether boxing on a 
computer is for you, this is an inexpensive way to 
find out. I think you’ll like it. 

Fight Night (Accolade; Commodore) I wish I 
could say the same thing about Fight Night as I 
said about Pro Boxing. But if you’re a real boxing 
fan, I think you’ll be offended by this game. As 
good as Accolade’s Hardball is, I was expecting 
much more out of this entry. 

But as you might expect with boxers like Dip 
Stick, Kid Kastro and Hu Him in the stable of 
challengers, the entire game is merely for laughs. 
Dip Stick, for example, is most famous for his low 
blow, which almost always lands, does damage and 
goes unnoticed by the referee (if there is one). 

The game could have been much better. The 
graphics are good and it is possible to create your 
own characters and save them to disk for future 
use. My only question is why would you want to? 

Competition Karate (Motivated Software; Apple, 
Commodore) This is my favorite game of any of 
the 11 hand-to-hand combat games covered here. 
The game is a little like Star Rank Boxing in that it 
gets you involved with the characters you create. 
Those characters are saved and nurtured and 
trained into lean, mean, fighting machines. 

But where the game goes beyond Star Rank is in 
the play of the game and the tournament concept. 
The game moves at a steady, yet slow enough pace 
to allow for strategy. Know you opponent, his 
strengths and weaknesses and you’ll go far. How 


far? Well, you’ll be able to tell because the program 
keeps track of every students progress and ranks 
the top 10 after each tournament. 

Each character is assigned an instructor, which 
will affect what strengths and weaknesses he 
exhibits, but you also control part of the time he 
spends in the dojo and how he spends it. Game 
play can be controlled through the keyboard or 
paddle controls. Truly one of computer gaming’s 
classic creations. 

Black Belt (Earthware Computer Services; 
Commodore, Apple) If it weren’t for Competition 
Karate, this would be the game all other karate 
games would be measured against. But, as it is, this 
is a fine game. For Black Belt you are identified by 
name, but only your record is kept. 

As your record improves and you gain greater 
experience, your rank moves and you gain more 
possible moves within a match. You can spar 
against another human foe or take on the computer. 
There are six different levels of computer foe. 
Control during the match is by keyboard or 
joystick. The graphics are fluid and well-drawn. It 
is quite easy to see what you’re doing and its effect 
on the other combatant. 

Karate Champ (Data East; Commodore, Apple) 
The last of the karate games that plays like a sport, 
also plays like an arcade game, which can be good 
or bad depending on what your looking for in the 
game. 

In either a one-player or two-player mode, the 
game is fast-paced and requires almost immediate 
memorization of the joystick controls. There are 16 
different movements possible during a match. Eight 
are selected with the joystick depressed and eight 
without. 

You can choose the number of matches you 
want. Each match consists of a 30-second time 
limit or until one player scores to points against the 
other. A referee gives either a full point or a half- 
point to any player scoring a fall over the other. As 
with all Data East products, the graphics are very 
good. My only complaint is that some of the in- 
match options are counters for a move of your 
opponent, but there often isn’t any time for those 
reactions. 

Kung-Fu Master (Data East; Apple, Commodore) 
Much more a karate game with adventure elements 
thrown in. It looks much better on the Commodore 
than on the Apple. 

This time these guys mean business. There are 
knives and bad guys ganging up on you from both 
sides. You are supposed to travel through the 
wizard’s temple and rescue the fair maiden held 
captive there. Besides other kung-fu experts, there 
are dragons, snakes and killer bees. Good luck. 

Karateka (Broderbund; Apple, Commodore) 

More like an adventure game with karate thrown 
in. Actually resembles a Chuck Norris movie in 
flavor. 

There’s another fair maiden to be rescued and 
some puzzles to solve along the way. Controls aren’t 
as complex as with Kung-Fu Master and graphics 
are a cut better also, both on the Apple and 
Commodore versions. 


That’s it for now. See you next time. Be a good 
sport. 
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Strategically Speaking covers strategy game tips, 
including tips on wargames, sports games, economic 
and other "real life" simulations, and classic style 
games. 

DISCLAIMER: The tips printed in SS are those 
of the authors. We try to avoid printing tips that 
don’t work, but we cannot playtest all, or even 
most of them. So, let the player beware. 

We pay $5.00 for each Strategically Speaking tip 
used. Presently the bulk of tips submitted to CGW 
are on wargames. We also need tips on other types 
of strategy games as well. Tips can be mailed to 
Strategically Speaking c/o Computer Gaming World, 
P.O. Box 4566, Anaheim, CA 92803-4566. Try to 
keep tips under 250 words if possible. 


SEVENTH FLEET 
(Simulations Canada) 

As the commander of the Soviet Pacific Fleet, 
send all Victor and Charlie class submarines (other 
than the one shadowing the Carl Vinson) to Yoko- 
suka with orders to Shadow Enemy Task Force on 
turn one or as soon as possible. This should give 
you at least four subs in Yokosuka to challenge the 
Midway when it becomes available. With this num- 
ber of subs shadowing the Midway, you should be 
able to cripple the CV before its ASW elements are 
able to eliminate your subs. If the Carl Vinson be- 
gins in the far south and Japan enters the war be- 
fore the Midway becomes available, hit Yokosuka 
with every aircraft available. By doing this, you 
will gain the victory points for hitting Yokosuka 
and delay the arrival of the Midway and many 
Japanese reinforcements. The net results will be 
that the Carl Vinson will be on its own for so long 


a period that you can deal with it at your leisure. 
The sum total of soviet strategy in Seventh Fleet 
reduces to keeping as large a force in the Sea of 
Okhotsk as possible while dealing with the Ameri- 
can carriers one at a time. 

Stewart McKames 
Orange, CA 

SEVENTH FLEET 
(Simulations Canada) 

As the commander of the U.S. Seventh Fleet, 
only two rules need be remembered. First, always 
keep several submarines as escorts for your CV 
Task Groups. The second is to never initiate hostil- 
ities until the Midway and Carl Vinson are in two 
Task Groups in adjacent hexes. While it is expen- 
sive, the Soviets can maul any group which has 
only one CV’s cap to protect it. If you keep two 
adjacent, you keep both under a two CV cap while 
using the Soviet limitation to ordering a strike on 
only one location. The cap should minimize the 
damage done by the heaviest Soviet strike while the 
splitting of the two CV’s will limit any possible 
damage to only one of the two. With this formation 
and the possible addition of several Japanese Task 
Forces as decoys/screens, you should have no trou- 
ble sailing into the Sea of Okhotsk. Possible uses of 
your battle ship should also be considered. Armored 
as only WWII battle ships were, the Missouri is 
VERY hard to sink. Taking advantage of this, sent 
it towards Vladivostock on turn one. With luck it 
will be in bombardment range before the Kremlin 
becomes available. At worst it will gain points for 
bombarding Vladivostock, delay the arrival of some 
ships, and disrupt the availability of Soviet air ele- 
ments. 

Stewart McKames 
Orange, CA 


CARRIER FORCE 
(Strategic Simulations) 

The documentation in Carrier Force recommends 
7-8 search missions maximum. I’ve found that for 
the last three scenarios 10-12 can be used depend- 
ing on the location of one’s own carriers. During 
the launch phase send about 1/3 more than neces- 
sary and on the following air move phase land ev- 
ery third mission. The computer presents missions 
to be moved based on the mission number and as- 
signs unused numbers as they are available. 

Mix the rnission numbers so as to be able to 
shift extra missions to a new area if the enemy is 
found. If necessary missions can be lost deliberately 
to enemy air cover (they would be destroyed on the 
ground anyway). 

Attack missions should be launched in an order 
that will assure all searches in the area will have 
had a chance to look before they arrive. It can be 
very frustrating to locate the enemy after turning 
the attack mission the wrong way or run out of gas. 

David B. Carlson 
Creve Coeur, MO 
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520ST SOFTWARE 


ATARI 


HEX 

DEGAS 

SUNDOG 

BRATACCAS 

CRIMSON CROWN 

KUNG-FU 

TRANSYLVANIA . . . 
ULTIMA II 


PERRY MASON 

34.95 

TIME BANDIT 

29.95 

FAHRENHEIT 451 

34.95 

THE FINAL WORD 

99.95 

NINE PRINCES IN AMBER 

34.95 

PC/INTERCOMM 

79.95 

BORROWED TIME 

34.95 

VIP PROFESSIONAL 

119.95 

HACKER 

29.95 

PERSONAL PASCAL 

47.95 

A MIND FOREVER VOYAGING . . . 

34.95 

ST TALK 

12.95 

KING'S QUEST II 

34.95 

HIPPOSIMPLE (database) . . 

34.95 

GATO 

29.95 

HIPPO DISK UTILITIES 

34.95 


A = ATARI, C = COMMODORE, I = IBM, 
Ap = APPLE 

DATASOFT 

ALTERNATE REALITY (A/C/Ap) J 

NEVER ENDING STORY (A/C/Ap) J 

221 B BAKER ST (A/C/Ap) J 

CROSSCHECK (All) J 

MIND PURSUIT (All) 5 

GOONIES (A/C/Ap) J 

ZORRO (A/C) 1 

BRUCE LEE (A/C) ! 

CONAN THE BARBARIAN (A/C) ! 

PAC MAN (A/C) 1 

DIG DUG (A/C) 1 

POLE POSITION (A/C) ■ 

MR. DOI (A/C) • 


MICROLEAGUE SPORTS 

MICROLEAGUE BASEBALL . 
GENERAL MANAGER 

ARTWORX 

BRIDGE 4.0 

COMPUBRIDGE 


ACCOLADE* 

PSI 5 TRADING CO (C/Ap) 19.95 

HARDBALL (C/Ap) 19.95 

DAMBUSTERS (C/Ap) 19.95 

LAW OF THE WEST (C/Ap) 19.95 

FIGHT NIGHT (C/Ap) 19.95 

•add $3 for APPLE 

BOOK OF ADVENTURE GAMES 

Vol I - 77 games solved 1 7.95 

Vol H — 46 more solutions 17.95 


RANDOM HOUSE 

APBA BASEBALL 

ALPINE ENCOUNTER . 
ALPINE ENCOUNTER . 


OMNITREND 

UNIVERSE (A/I/Ap) 69.95 

UNIVERSE II (I/Ap) 54.95 

UNIVERSE PRODUCT GUIDE . (A/I/Ap) 14.95 

BIG FIVE 

BOUNTY BOB STRIKES BACK . . . (A/C) 29.95 
MICROPROSE 

CONFLICT IN VIETNAM (A/C) 24.95 

CRUSADE IN EUROPE (All) 24.95 

DECISION IN THE DESERT (All) 24.95 

GUNSHIP (A/C) 24.95 

F-1 5 STRIKE EAGLE (All) 22.95 

SILENT SERVICE (A/C) 22.95 


MORE GREAT PROGRAMS 

LEADER BOARD (C) 

ULTIMA IV (A/C/Ap) 

ULTIMA III (All) 

ULTIMA II (All) 

ULTIMA I (A) 

STARFLEET ONE (All) 

LODE RUNNER'S RESCUE (A/C) 

WOMBATS (A) 

CRIMSON CROWN (A/C/Ap) 

BLACK CAULDRON (I/Ap) 

GATO (C) 

KING CHIP (computer trivia board game) 

INFOCON* 

BALLYHOO (A/C) 

CUTTHROATS (A/C) 

HITCHHIKERS GUIDE (A/C) 

PLANETFALL (A/C) 

WITNESS (A/C) 

ZORK I (A/C) 


ELECTRONIC ARTS 

BARD'S TALE (C/Ap) 31.95 

WILDERNESS (Ap) 33.95 

HEART OF AFRICA (C) 23.95 

SUPER BOULDER DASH (All) 24.95 

MOBEUS (Ap) 39.95 

call for low price on latest releases 

SSI 

KAMPFGRUPPE (A/C/Ap) 39.95 

RINGS OF ZILFIN (C/Ap) 26.95 

WIZARD'S CROWN (C/Ap) 26.95 

NAM (A/C/Ap) 26.95 

PHANTASIE II (Ap) 26.95 

MINDSCAPE 

JAMES BOND-VIEW TO KILI (Mac) 29.95 

STEPHEN KING'S THE MIST .... (Mac) 29.95 

RAMBO (Mac) 29.95 


ZORK II or III (A/C) 

INFIDEL (A/C) 

SUSPECT (A'C) 

DEADLINE (A/C) 

STARCROSS (A/C) 

SUSPENDED (A/C) 

•add $3 for APPLE or IBM 


LANGUAGES 



OSS 



BASIC XE 

(A) 

47.95 

BASIC XL 

(A) 

37.95 

BASIC XL TOOL KIT 

(A) 

18.95 

ACTION! 

(A) 

47.95 

ACTION! TOOL KIT 

(A) 

18.95 

MAC/65 

(A) 

47.95 

MAC/65 TOOL KIT 

(A) 

18.95 

THE WRITER S TOOL 

(A) 

39.95 

DOS XL 

(A) 

18.95 


QUALITY SOFTWARE 

RETURN OF HERACLES (A/C/Ap) 29.95 

ALI BABA (A/Ap) 29.95 


. . . (I) 59.95 
.. (C) 24.95 
(I/Ap) 29.95 


ATARI HARDWARE 
COMPUTERS 

520 ST MONO 649.95 

520 ST COLOR CALL 

DISK DRIVES: 

INDUS GT 199.95 

ATARI 1050 139.95 

ASTRA THE ONE' CALL 

ASTRA 2001 CALL 

ASTRA BIG D CALL 

MPP-10MEG HARD DISK 699.95 

MODEMS: 

ATARI 301 39.95 

MPP-1000E 49.95 

MPP-1200AT 199.95 

MPP-1200ST 199.95 

UCALL (interface) 37.95 

PRINTER INTERFACES: 

MPP-MICROPRINT 36.95 

MPP-1150 46.95 

UPRINT A16 (16K buffer) 74.95 


SUPER SPECIALS: 
-LIMITED QUANTITY- 

PARTY QUIZ (reg $44) . 
ENJOYSTICK (reg $35) . 


SUPER BREAKOUT (carl) . 
RALLY SPEEDWAY (cart) . 


BOULDER DASH 

SANDS OF EGYPT 

COMMODORE MODEM 
CONGO BONGO (cart) . 
SAT-ENGLISH I 


US CONSTITUTION . 


(A/C) 

9.95 

.. (A) 

9.95 

.. (A) 

9.95 

.. (A) 

9.95 

(A) 

19.95 

(A) 

9.95 

■ (A) 

12.95 

.. (A) 

9.95 

■ (C) 

19.95 

.. (C) 

9.95 

■ (C) 

14.95 

.. (C) 

14.95 

.. (C) 

14.95 

S - ... 

CALL 


BOUNTY BOB 
STRIKES BACK 

ATARI CARTRIDGE 

original list $45 
this month only $19.95 



MasterCard | 


SHIPPING: software - free shipping on u.S, orders over S100, otherwise S2.50 u.s., 
S6.50 outside U.S. Hardware - depends on weight, call for quote. 

Charge cards + 3%. C.O.D. orders are welcome, add S1.90 for UPS -i- 3%. 



COMPUTER GAMES + • BOX 6144 • ORANGE CA 92667 • (714) 639-8189 
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BALLYHOO 

Continued 

should know where to go next. The difficulty is 
that person standing in front of the trailer. He’s 
there as a guard, and you won’t get past him; you 
will just have to make him go away. Yet that 
shouldn’t be too hard; look through your inventory 
and think about it. I’m sure you can get him very 
nervous very quickly. 

Search the trailer carefully and take nothing for 
granted. You’ll need a little (hehe) help, but that’s 
easy. Unfortunately, just when you think that the 
game is over, you find out that it isn’t. Munrab has 
the wrong idea about you, and the girl is gone 
again! Oh, the trials and tribulations of the amateur 
detective! 

When you finally track everyone down, you be- 
gin to wonder if this is a replay of King Kong. 
Well, it isn’t, but it’s close enough. Of course, you 
know how to handle Mahler. However, it helps to 
be on the safe side. The roustabout can be useful, 
if you recall what he was doing when you first saw 
him. And let’s not forget Jimi Hendrix, either. 

After that, everything is pretty clear sailing, 
except that you will have to make one quick side- 
trip. It’s a bit of a drag, but I give you my pledge 
it’s necessary. 

Whew! After all that, it’s probably going to be a 
long time before you visit the circus again (and I 


don’t blame you a bit!). Before we turn the lights 
out here. I’d like to give you an update on the 
Kobayashi Alternative. Articles for CGW usually 
have to be in about 2 months before publication. 
After my Kobayashi review was subbed, Simon and 
Schuster announced they were replacing the disks 
that had bugs in them. This information came too 
late to be included with the article. Therefore, any- 
one who has Kobayashi, and has discovered bugs in 
it, should send the original disk, plus a list of the 
bugs found, to: Prentice Hall, Route 9W, Engle- 
wood Cliffs, NJ 07632 Attention: Technical Sup- 
port. You will get an updated, bug-free (we hope) 
version in return. Make sure you specify which 
computer you have. 

And so it’s that time again. Remember, if you 
have a problem with an adventure game, you can 
reach me in the following ways: 

On Delphi: visit the GameSIG (listed under 
Groups and Clubs). On GEnie: come to the Games 
RoundTable (type: Scorpia to get there). U.S. Mail: 
Send your questions, with a SELF-ADDRESSED, 
STAMPED envelope (not required for correspon- 
dents outside the USA) to: 

Scorpia 
P.O. Box 338 
Gracie Station 
New York, NY 10028 

Until next time, happy adventuring! 

Copyright 1986 by Scorpia, all rights reserved. 



I love my new 
job.” 


“I have slaved in many dungeons, but the one my new master, Vylgar, 
built for Wizzardz & War Lordz is absolutely the big leagues for hateful 
mutant warriors like me. Behold! 15 levels, over 500 rooms, hundreds of 
my fiendish friends. And enough surprises to keep you trapped down here 
a very, very long time. 

“Fear not . You’ll have a lighting chance. Design an unlimited number 
of characters. Choose their race, class and abilities, and bring them six 
at a time down our 3-D corridors, armed with any of thousands of 
weapons. 

“Take it from a pro monster. This is the biggest, meanest, deadliest 
dungeon ever. And I love it, because more brave adventurers are chal- 
lenging Wizzardz & War Lordz every day. A good thing, too, for I grow 
extremely hungry.” 

A new adventure by James Martin for IBM PC 
and compatibles (requires 128K, 1 diskdrive, 
DOS) $29.95 (+ $2.00 shipping and handling. 
Indiana residents add 5% state sales tax.) 

6752 Covington Creek Trail 
Fort Wayne, Indiana 46804 
(219) 432-2455 
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RID #27 (use card at pg. 5) 

On this page a number of games are 
listed for evaluation. When evaluating a 
game consider such things as PRESEN- 
TATION (graphics, sound, packaging, 
documentation); GAME DESIGN (design, 
playability, interesting?); LIFE (does the 
game wear well?). 

For each game you rate, place a 1 
(terrible) through 9 (outstanding) next to 
the appropriate number. Leave blank any 
game which you have not played enough 
to have formed an opinion. 

Please Mail R.I.D. #27 before 
April 30,1986. 

1. U.S.A.A.F. (SSI) 

2 . Battle of Antietam (SSI) 

3. Battalion Commander (SSI) 

4. Panzer Grenadier (SSI) 

5. NAM (SSI) 

6. Norway 1985 (SSI) 



GENERIC ADVENTURE 
GAME DESIGN CONTEST 


Have you ever noticed how simi- 
lar many adventure games are? Well, 
here is your chance to "design" one 
, Following a well established pattern, 

' we provide you with the framework 
for your very own adventure game 
design. Get creative! We will publish 
the most interesting ones. 


The (fill in blank) has been lost ^ 
(or kidnapped). For whatever reason 
you are the only one who can 
save/Cnd the lost/kidnapped (fill in 
the blank). Although your back- 
ground (which, fill in the blank) in- 
dicates that you would be out of 
your mind to go on this perilous 
quest, you go forth. You are opposed 
by the evil (fill in the blank) who has 
sent, to attack you, armies of evil 
creatures such as (fill in as many 
blanks as you wish). Along the way 
you must figure out certain pussies 
such as (fill in a few blanks). 

Although you start your quest 
with only the clothes on your back 
and (fill in an amount of money) you 
can buy such weapons as (fill in some 
blanks) and eventually learn such 
magic spells as (fill in some blanks). 

In the end you are victorious and 
are ready to go onto Generic Ad- 
venture n. HI, IV, etc. (pick one). 

Mail entries to CGW GENERIC 
ADVENTURE, P.O, Box 4566, Ana- 
heim, CA 92803. 

.... 


7. Silent Service (HicroProse) 

8. Conflict in Vietnam (MicroProse) 

9. AutoDuel (Origin) 

10. Moebius (Origin)) 

11. Wizard's Crown (SSI) 

12. Ultima IV (Origin) 

13. Heart of Africa (EA) 

14. Bard's Tale (EA) 

15. APBA Baseball (Random Hse) 

16. NFL Challenge (XOR) 

17. JET (SubLogic) 

18. Under Fire (Avalon Hill) 

19. Rings of Zilfin (SSI) 

20. Where Carmen SO? (Brdrbnd) 

21. Phantasie II (SSI) 

22. Hardball (Accolade) 

23. Kobayashi Alt. (Simn Schstr) 

24. Law of the West (Accolade) 

25. Star Fleet I (Cygnus) 

26. The Eidolon (Epyx) 

27. Koronis Rift (Epyx) 

28. Fight Night (Accolade) 

29. Spell breaker (Infocom) 

30. Championship LodeRunner (Brdrbnd) 

31. Hacker (Activision) 

32. Little Comp People (Activision) 

33. Dam Busters (Accolade) 

34. The Halley Project (Mindscape) 

35. Psi 5 Trading Company (Accolade) 

36. Europe Ablaze (SSG) 

37. Elite (Firebird) 

38. Seventh Fleet (SimCan) 

39. Rommel (GDW) 

40. At the Gates of Moscow (SGP) 


41. Enchanter (Infocom) 

42. Black Belt (Earthware) 

43. Berserker Raids (Berserker) 

44. Competition Karate (Motivated) 

45. King's Quest II (Sierra) 

46. The Goonies (Datasoft) 

47. Alpine Encounter (Random House) 

48. Battle of Chickamauga (GDW) 

49. The Dolphin's Rune (Mindscape) 

50. Countdown to Shutdn (Activision) 

51. What is your age? 

52. What is your highest level of ed- 
ucation attained? 

(1) High School (2) College (3) 
Graduate School 

53. How much do you spend each month 
on computer games? 

54. Which company do you feel is cur- 
rently making the best computer game 
software? 

55. Do you plan to purchase any of 
the following computers 

in the next 12 months? 

(1) IBM (2) Mac (3) Atari ST 
(4) Amiga 

56. What is your overall rating for 
this issue (1-10)? 

57. Do you ever purchase games or 
computer products by mail order 
(Y/N)? 




V 

lA 

Xx. A' uJL ..-AJl. 


TirecJ of your old campaign? The arena- 
cities of Alastari are looking for a few good 
gladiators. Now you and your friends can 
y battle like the heroes of old in DUELMASTERS,™ 
the ongoing campaign by mail where gladia- 
felL torial combat is a way of life. 

realistic and intense combat you 
will ever experience. Step into our 

world. Victory, disgrace, or death 
\ ^ await you on the arena sand . . . 

Write for our free, no obligation 
t set-up and rules. 


tWmi 


S4.75 for one gladiator and SI, 50 
" ii'i' for each additional warrior up to 5 (an average 
of S2,C per duel for a te^ pf 5 j. fight sotfSe, 


Wtiteto:' 

Reality Simulations, Inc, P.O. Box 27576, 
Tempe, AZ 85282, (602) 967-7979. 
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CGW Has Data Disks! 



Two award winning screens from CGW's 
exciting Lode Runner Disk 


tJkteRumKr. 

Our Lode Runner Disk contains 60 screens that were a part of CGW’s 
Lode Runner Design Contest. Here are 60 creative and challenging 
designs. Some are beautiful, some are devious, all are fun to play! 
Broderbund’s Lode Runner game is required to use this data disk. 
Available for APPLE, ATARI, and C-64. 

Also Available: 

Cosmic Balance Shipyard Disk #1: Contains over 20 ships that competed in CGW’s 

1983 tournament. SSI’s Cosmic Balance game required. Apple, Atari, C-64 

Cosmic Balance Shipyard Disk #2: Contains over 35 ships that competed in CGW’s 

1984 tournament. SSI’s Cosmic Balance game required. Apple, Atari, C-64 
Robotwar Disk #1: Contains the source code for the 12 entrants in CGW’s 1983 
tournament. Muse’s Robotwar game is reguired. Apple. 

Robotwar Disk #2: Contains 17 entrants in CGW’s 1984 tournament. Robotwar game is 
required. Apple. 

All disks are $15.00 each. Any two for $25.00. California residents add 
6% sales tax. 

When ordering specify which machine (Apple, Atari, C-64). 

TO ORDER: Send check, money order. Visa or MasterCard to 
COMPUTER GAMING WORLD, disk order Dept., P.O. Box 4566, 
Anaheim, CA 92803-4566. Please allow 4-6 weeks for delivery. 


BACK ISSUES ARE AVAILABLE 

Send $3.50 per issue 


2.5 - Software Piracy; Starblazer; Galactic Gladiators; 
Guadalcanal Campaira; Robotwar Tournament; The Road to 
Gettysburg; Cytron Masters; Starship Commander; Invasion 
Orion; and morel 

2.6 - History of a Wargame Design; Japanese Strategy in 
Guadalcanal Campaign; Eastern Front Scenarios; Star Maze; 
Legionnaire; Cytron Masters Upgrade; Andromeda Conquest; 
Torpedo Fire Scenarios; Beyond Sargon II; and more! 

3.1 - Serpentine; Cosmic Balance; S.E.U.I.S.; Armor Assault; 
The Arcade Machine; INDEX; and more! 

3.2 - Computer Games in 1983; Cosmic Balance Tactics and 
Ship Design; Zork! Overview; Ultima II; Millionaire; Robotwar 
'Tournament Results; Epidemic; and more! 

3.3 - Close Assault; Computer Ambush; Adventure Game 
Contest; Pinball Construction Set; Germany 1985; Galactic 
Attack; Two Computer Baseball Leagues; Chess 7.0; and 
more! 

3.4 - Suspended; M.U.L.E.; Battle for Normandy Strategy; 
Serpent’s Star Hints; Cosmic Balance Contest Results; 
Knights of the Desert; Galactic Adventures; Computer Golf!; 
Bomb Alley; and more! 

3.5 - Electronic Arts; Combat Leader; Archon; Lode Runner; 
TAC; Paris in Danger; Cosmic Balance II; Delta Squadron; 
Zork III Tips; and more! 

3.6 - Ultima III; Operation Whirlwind; Reach for the Stars; 
Legacy of Lylgamyn; Broadsides; North Atlantic ’86; Zork 11 
Tips; and more! 

4.2 - Chris Crawford on Computer Game Design; Goren’s 
Computerized Bridge; Carrier Force; DIRECTORY OF 
GAME MANUFACTURERS; Robotwar Tournament Results; 
M.U.L.E. Designer Notes; Starcross Tips; Parthian Kings; and 
more! 

4.3 - Seven Cities of Gold; View from a Playtester; Universe - 
Two Reviews; Mig Alley Ace; Questron; Tycoon and Baron; A 
Broadsides Replay; Chancellor of the Exchequer; Enchanter 
Tips; Children's Games - A Shopping Guide; Under Southern 
Skies; Chivalry; and more! 

4.4 - Jupiter Mission; Fifth Eskadra; Excalibur review and 
Designer’s Notes; War in Russia; President Elect and 1984; 
Lode Runner Contest; Fighter Command; Galactic Gladiator 
Scenarios; Flight Simulator II and Solo Flight; Crypt of 


Medea; Sorcerer Tips; and more! 

4.5 - Staying Alive in Wizardry; Adventure Gaming 
Conference; CGW Baseball League; The Computer as 
Opponent; Sundog; CGW Computer Game Conference; Road 
to Moscow; Strategy Game Tips; Deadline Tips; Seven Cities 
of Gold Designer Notes; Rails West; and more! 

4.6 - Carrier Force Replay; When Superpowers Collide; Mail 
Order Games; Panzer-jagd Review; More Galactic Gladiator 
Scenarios; Cutthroat Hints; Should You Turn Pro?; 
Dreadnoughts; F-15 Strike Eagle; and more! 

5.1 - War in Russia Replay (Pt 1); Hitchhiker’s Guide to the 
Galaxy (two articles); A Software Agent Looks at the 
Industry; Breakthrougn in the Ardennes Designer Notes; Gulf 
Strike; Cosmic Balance Contest Results; Clear for Action; and 
more! 

5.2 - Lode Runner Contest Results; Carriers at War; War in 
Russia Replay (Pt 2); Kampfgruppe; IBM Goes to War; 
Suspect Hints; Robot Odyssey I and Chipwits; The New Atari 
Computers; and more! 

5.3 - Sports Games Survey; The Battle of Chickamauga; 
Imperium Galactum; Games You’ll Never See; Crusade in 
Europe Design Notes; Lucasfilm Enters Home Gaming; 
Baseball Games for Your Computer; Mindwheel Hints; Silicon 
Cerebrum; Reforger ’88; Napoleon at Waterloo; and more! 

5.4 - Operation Market Garden; Fog of War in Computer 
Games; Ultima II for Mac; The Amiga Computer; Computer 
Gaming in Japan; Phantasie tips; The Railroad Works; Six 
Gun Shootout; and more! 

5.5 - The Future of Computer Gaming; The Bard’s Tale; 
Game of the Year Awards; Crusade in Europe and Decision in 
the Desert; Computer Football Survey; Ultima III; Golan 
Front; Wishbringer tips; How to Telegame; Colonial 
Conquest: Star Fleet One; Star Crystal; Speculator; 
Incunabula; and more! 

#25 - Under Fire!; Ultima IV - _ . tips; The Year in 

Review: Adventure G — Service review; 

Kampfgruppe replay; Moscow; Heart of Africa; 

and more! 

#26 - Conflict in Viet Nam; Inside Ultima IV; The Halley 
Project; Silent Service Designer’s Notes; The Kobayashi 
Alternative; Spellbrcaker Tips; Koronis Rift; Eidolon; Story 
Tree; and morel 





UNDERFIRE (con) 

and another German falls. It is our 6th Squad 
(infantry) that next pays a heavy price for these 
last few yards, eight more of our men fall. 3rd 
Squad attacks and three more Germans are hit. A 
final burst of machine gun fire and the 6th squad 
is wiped out. 

Ralph: The Germans are in the Objective Area in 
force! The strategy the program finally selected was 
to station small picket units around the dacha to 
slow the advance while the mam force was dug in at 
the Objective Area. 

Turn 10 

Next a Hummel, a German self propelled gun 
emerges from behind the building! 5th squad hits 
the front of the monster with a bazooka round but 
suffers seven killed from its heavy machine gun. 
Meanwhile squads 3 and 5 continue firing on this 
new threat. Seven more men from the 3rd squad 
are hit. But a final bazooka round claims the 
Hummel and the four lone survivors of the 80 So- 



viet soldiers who began this battle break into the 
German command post. 


Epilogue 

Did they succeed? After the game it was re- 
vealed that three German squads where left in the 
building. Did the Soviet troops have time to throw 
their grenades and wreak the CP? Or did they fail, 
and fall under a hail or German bullets, needlessly. 
In UF! the game goes on long after you turn off 
the computer. 


BULL SESSION 

Since the beginning of wargaming gamers have 
always indulged in the traditional "after game" 
second guessing and a cold beverage or two. So 
without further ado... 

Ralph: Bill, your overall strategy was excellent. 
Moving your three groups in a pincer fashion has 
more then a few merits. But there's just a few de- 
cisions / would have made differently! 

Bill: I was waiting for that "But". 

Ralph: Td wouldn’t have chosen the COM- 
MAND OPTION. / prefer PLAYER CONTROL 
and the ability to give direct combat order to "all" 
the units on the board. 

Bill: I know Ralph but "Real Men" sometimes 
prefer to simulate command and control problems 
as well as tactical combat. 

Ralph: Well you'll agree then that trading in 
those (3) useless SU76’s for (2) T-34’s didn't 
achieve the desired result? That third tank would 
have come in real handy, especially since their 
didn’t seem to be a German tank threat. 

Bill: Yeah, I admit I wish I could have taken 
that one back. 

Ralph: I don’t think delaying the Northern 
Group's movement at the beginning of the game 
helped. There was only one German unit in the way 
of the Northern Group and it was tied up with the 
Center Group! By moving the Northern Group on 
turn I, there would have been no need to shed the 
weight of their Heavy Machine Guns. And those 
Machine Guns would have been very, very useful 
when the final push on the Dacha came! Or you 
could have reversed the rolls of the Northern and 
Center groups, by moving the Northern Group and 
using the Center Group for cover fire. The North- 
ern Croup would have been fired on at a longer 
range by the German unit and the Center Group 
would have provided cover fire from the protection 
of the woods at closer range. 


Bill: I agree to a point. I was really concerned 
that I didn’t have any real advantage in numbers 
or firepower. That open field seemed like a long 
way to go and I felt that I needed someone to 
provide cover fire to support the initial units 
making the crossing if they got into trouble. As 
for substituting the Northern Group to make the 
initial dash, well, I felt the field of fire that the 
Northern Group had was superior and I knew that 
Center Group would have a shorter distance to 
cover. I didn’t think it was going to be easy and I 
wasn’t! 

Ralph: Well I must admit that the Southern 
Group couldn’t have had worse luck! It as the most 
powerful group and it’s loss denied the team most 
of it’s support weapons. 

Bill: I Know! I was counting on either the 
mortar team or the T-34 making it to the Dacha. 
How do you think it might have gone if we had it 
to do over again Ralph? 

THE ROAD NOT TAKEN 

Lt. Kalishnikov reporting - I have positioned 
my two remaining SU-76’s in the woods to the 
west of the Dacha. Three full infantry squads 
with heavy machine guns are ready to support the 
final attack. With a shout our infantry leap over 
the hedge and rush the west side of the Dacha. A 
German Machine Gun opens up on one squad. 
Half our brave men fall. Both our SU-76’s return 
the fire and destroy the gun emplacement. Next a 
Hummel appears to the South. It fires on one of 
our 76’s and misses! (I’m in the woods and he’s 
firing on the move) Both SU-76’s return the fire, 
one misses but not the other! There are no Ger- 
man survivors. With a rush we burst into the 
Dacha. Our superior fire power, three heavy ma- 
chine guns, grenades and two supporting tanks is 
more then a match for the Germans. The Dacha is 
ours!!! 
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Now that Computer Gaming World is published computer adventure game, Wizardry has finally had 

nine times per year there will be a delay of one to surrender its top spot (and second spot too, for 

issue in reporting R.I.D. results (i.e. the results of that matter). Origin Systems’ Ultima IV is the new 

R.I.D. questions in CGW #26 will be reported in adventure game champion followed by Electronic 

CGW #28). Because of this change we have no new Arts’ Bard’s Tale. 

ratings for this issue. The following game rating list SSI’s Kampfgruppe continues to dominate the 

is the same list that appeared in issue #26. strategy game list although it is being closely 

challenged by Microprose’s Silent Service. Look for 
After some five years as the highest rated the updated ratings in our next issue. 


Name 

Strategy 

Mfg Machine 

Tms 

Rtd 

Avg 

Rsp 

Rating 

Name 

Adventure/ Action 

Mfg Machine Tms 

Rtd 

Avg 

Rsd 

Rating 

Kampfgruppe 

SSI 

C,Ap,At 

3 

139 

7.94 







Silent Service 

MicPr 

C,At 

1 

123 

7.90 

Ultima IV 

Origin 

C.Ap 

1 

102 

7.99 

Europe Ablaze 

SSG 

C.Ap 

1 

31 

7.81 

Bard's Tale 

EA 

C.Ap 

1 

57 

7.89 

Mech Brigade 

SSI 

C.Ap 

3 

72 

7.70 

Wizardry I 

Si rTe 

Ap.I 

16 

73 

7.76 

M.U.L.E. 

EA 

C,At 

13 

81 

7.51 

Ultima III 

Origin 

All 

10 

107 

7.64 

War in Russia 

SSI 

Ap.At 

6 

71 

7.40 

Enchanter 

Inf cm 

All 

1 

28 

7.50 

Decision in Desert 

MicPr 

C,At 

2 

45 

7.33 

Phantasie 

SSI 

C.Ap 

4 

75 

7.41 

Ancient Art of War 

Brodr 

I ,Mac 

5 

30 

7.32 

F-15 Strike Egl 

MicPr 

All 

5 

140 

7.21 

Heart of Africa 

EA 

C 

1 

40 

7.28 

Knight of Diamonds 

Si rTe 

Ap 

11 

53 

7.19 

Crusade in Europe 

MicPr 

C.Ap, At 

4 

84 

7.243 

Legacy of Llygamyn 

SirTe 

Ap 

7 

58 

7.18 







Archon I 

EA 

All 

10 

98 

7.14 

Fighter Command 

SSI 

C,Ap 

8 

43 

7.24 







Guadalcanal Camp 

SSI 

Ap 

9 

48 

7.24 

Choplifter 

Brodr 

All 

4 

79 

7.13 

Seven Cities Gold 

EA 

All 

7 

118 

7.20 

One on One 

EA 

All 

7 

74 

7.13 

Carriers at War 

SSG 

C.Ap 

4 

81 

7.17 

Quest ron 

SSI 

C.Ap.At 

5 

97 

7.13 

Reach for Stars 

SSG 

C.Ap 

4 

50 

7.12 

Zork Series 

Inf cm 

Ap.At.I 

7 

122 

7.09 

Combat Leader 

SSI 

C,At 

5 

56 

7.11 

Pinball Con Set 

EA 

C.Ap.At 

4 

47 

7.08 

Computer Baseball 

SSI 

All 

6 

36 

7.10 

Lode Runner 

EA 

All 

6 

60 

7.07 

Micro League BB 

MicLg 

All 

3 

84 

7.09 

Sorcerer 

Inf cm 

All 

5 

58 

7.07 

Galactic Glad. 

SSI 

Ap.I 

3 

32 

7.07 

King's Quest II 

Si era 

Ap.I 

1 

27 

7.07 

Operation Mkt Grdn 

SSI 

C.Ap, At 

4 

58 

7.06 

Ultima II 

Si era 

Ap 

8 

61 

7.00 

Flight Sim II 

SubLg 

C.Ap, At 

5 

91 

7.05 

Ultima I 

Cal Pc 

Ap 

2 

48 

6.96 

Colonial Conquest 

SSI 

C.At 

2 

59 

7.05 













Deadl ine 

Inf cm 

Ap.At.I 

3 

44 

6.94 

Carrier Force 

SSI 

C.Ap, At 

5 

108 

7.04 

Galactic Advntrs 

SSI 

Ap.At 

4 

35 

6.90 

Field of Fire 

SSI 

C.At 

4 

72 

7.01 

Hitchhiker's Guide 

Infcm 

All 

4 

108 

6.86 

Linder F i re 

AH 

Ap 

1 

23 

6.98 

Olympic Decathlon 

MicSf 

All 

4 

63 

6.86 

Breakthru Ardennes 

SSI 

C.Ap.At 

3 

44 

6.95 

Planetfal 1 

Infcm 

All 

3 

51 

6.86 

Computer Ambush 

SSI 

C.Ap.At 

5 

46 

6.93 

Summer Games 

Epyx 

C.At 

2 

35 

6.79 

Excalibur 

Atari 

At 

1 

40 

6.85 

Racing Des Set 

EA 

C 

3 

49 

6.78 

Cosmic Balance 

SSI 

C.Ap.At 

5 

84 

6.83 

Adven Con Set 

EA 

C.At 

3 

57 

6.72 

Bomb Alley 

SSI 

Ap 

4 

32 

6.82 

Bal Iblazer 

Epyx 

C.At 

3 

66 

6.68 

Eastern Front 

Atari 

At 

4 

61 

6.81 

Rescue Fractalus 

Epyx 

C.At 

3 

71 

6.68 

Southern Command 

SSI 

Ap 

5 

40 

6.79 













Wishbringer 

Infcm 

All 

2 

42 

6.68 

Star League BB 

Gmstr 

C.Ap 

1 

73 

6.78 

Rescue Raiders 

SirTe 

Ap 

3 

40 

6.67 

Gato 

SpmHbt 

Ap.I.M 

3 

79 

6.77 

Archon II 

EA 

C.Ap.At 

4 

76 

6.64 

Gulf Strike 

AH 

At 

4 

33 

6.75 

Karateka 

Brodr 

C.Ap.At 

3 

79 

6.64 

Geopolitique 1990 

SSI 

C.Ap 

3 

29 

6.73 

Suspended 

Infcm 

At, Ap, I 

6 

61 

6.63 

Universe 

OmT rn 

Ap.I.M 

3 

46 

6.73 

Spy vs Spy 

FrsSt 

C.Ap.At 

1 

25 

6.56 

Kennedy Approach 

Micpr 

C.At 

4 

48 

6.67 

Mig Alley Ace 

MicPr 

C.At 

3 

40 

6.55 

North Atlantic 86 

SSI 

Ap 

2 

72 

6.65 

Super Bowl Sunday 

AH 

C 

2 

30 

6.53 

Knights of Desert 

SSI 

All 

5 

63 

6.61 

Suspect 

Infcm 

Ap.At.I 

2 

48 

6.39 

Rails West 

SSI 

C.Ap.At 

3 

68 

6.57 

Infidel 

Infcm 

All 

3 

52 

6.38 

Battalion Cmdr 

SSI 

C.Ap.At 

1 

44 

6.57 













Gemstone Warrior 

SSI 

C.Ap.At 

3 

76 

6.36 

Computer Qrtrbk 

SSI 

C.Ap.At 

2 

91 

6.48 

Mail Order Monstr 

EA 

C 

1 

48 

6.35 

JET 

SubLg 

I 

1 

29 

6.48 

Sky Fox 

EA 

C.Ap 

2 

107 

6.30 

Battle for Normandy 

SSI 

All 

3 

59 

6.45 

Six Gun Shootout 

SSI 

C.Ap.At 

3 

69 

6.29 

Robotwar 

Muse 

Ap 

3 

37 

6.44 

Blue Max 

Synps 

C.At 

1 

133 

6.20 

Chicamauga 

GDW 

At 

1 

26 

6.38 

Music Con Set 

EA 

C 

1 

43 

6.17 

Imperium Galactum 

SSI 

C.Ap.At 

2 

104 

6.37 

Seastalker 

Infcm 

All 

1 

46 

6.17 

Objective Kursk 

SSI 

C.Ap 

1 

65 

6.37 

Witness 

Infcm 

All 

3 

43 

6.10 

Broadsides 

SSI 

C.Ap.At 

4 

119 

6.23 

Murder on Zinder 

EA 

All 

4 

71 

6.08 

Andromeda Conq 

AH 

Ap.At.I 

1 

40 

5.67 

ZenJ i 

Actvs 

C.Ap 

1 

28 

5.54 

Dnieper Rvr Line 

AH 

All 

1 

46 

5.00 
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WHAT I 
TOBEI 
lELD 


When you play FIELD OF FIRE” you’ll lead one 
of the finest fighting forces of World War II — 

Easy Company of the First Infantry Division — into 
eight historical battles. 

Dividing yo\ar company into fireteam units of six 
men, you’ll engage in such exciting combat as a night 
raid in North Africa, the storming of Omaha Beach 
on D-Day, or a defensive delaying action in the Battle 
of the Bxfige — all against German forces con- 
trolled by yo\ar cunning computer. 

Special attention has been paid to 
the Hi-Res graphics and 
lively sound effects. Real- 
istic rules cover every 
aspect of the fighting: Line-of-sight, hidden 
movement, weapons ratings. Even your soldiers’ 
abilities will improve throiigh time. 

To experience the heart-pounding thrill of 
commanding these heroic men, run to your 
nearest game or computer/software store today! 

If there are no convenient stores near you, VISA 
and M/C holders can order this $39.95 game direct 
by calling 800-227-1617, ext. 335 (toU free). 

In California, caU 800-772-3545, ext. 335. 

Please specify computer format and add $2.00 
for shipping ajid handling. 

To order by mall, send your check to: 

STRATEGIC SIMULATIONS, INC., 883 Stlerlin 
Road, Bldg. A-200, Mountain View, CA 94043. 

( California residents, add 7% sales tax.) AH our 
games carry a “14-day satisfaction or your 
money back” guarantee. 


LIKE 


THE 


FIRE. 


On diskette for 
COMMODORE or and 
48K ATARI® fiSne computers. 
APPLE® version coming in fall '85. 




WHITE FOR A FBEE COLOR CATALOG 
OF ALL OUR GAMES. 



ONLY 

A FANTASY GAMER 
COULD CALL THIS 
HEAVEN. 






ON DISK 
FOR 48K 
APPLE®II 
SERIES 


APPLE and COMMODORE 64 are trademarks of Apple Computer. Inc. and Commodore Electronics. Ltd., respectively. ©1985 by Strategic Simulations, inc. Ail rights reserved- 

'things of ZILFIN includes graphics routines from Penguin Software s Graphics Magician? 


The gates of heaven are your 
local computer/software or game 
store.' Enter them today. 

If there are no convenient stores near 
you. VISA & M/C holders can order these 
$39.95 games by calling toll-free 800- 
443-0100, x335. To order by mail, send 
your check to: STRATEGIC SIMULATIONS. 
INC.. 883 Stierlin Road. Building A-200. 
Mountain View. CA 94043. (California 
residents, add 7% sales tax.) Please 
specify computer format and add $2.00 
for shipping and handling. 

All our games carry a "14-day satis- 
faction or your money back " guarantee. 

WRITE FOR A FREE COLOR CATALOG 
OF ALL OUR GAMES TODAY. 


If exploring eerie dungeons filled 
with monsters is your idea of fun. 
we've got two fantasy games that'll 
have you floating on cloud nine. Each 
breaks new ground in role-playing 
games with special features: 
WIZARD'S CROWN™ lets you resolve 
combat two ways: The computer 
can do it quickly, or you can per- 
sonally direct it with a multitude of 
tactical options. 

RINGS OF ZILFIN™ adds unprece- 
dented realism to fantasy gaming 
with its superb graphics. The fully 
animated scrolling screen grants you 
step-by-step control of the action. 












